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Okay, hot shot, show the world 

you're a star! 

Turn your computer into a live performance 

instrument and multimodal studio with 
VIRTUOSO Software™, the first and only. . . . 

Desk Top Performance Studio 



Graphics, music, animation, text, 
telecommunications. You'll have 
it all. Draw a song. Draw a 
shape. Change the music and you 
animate the graphics. Use up to 
1 1 geometric shapes; move them 
independently and synchronize 
them with your music. Animate 
your notes with instant control 
over the shift, key, volume and 
envelope patterns. 

Compose, edit, improvise and 
perform multi-voice music. 
Without being able to read a note. 

Maximize the full -color 
graphics 
capability 
of your 
computer with 
sophisticated 
control over 
motion paths, 



Available 

for Atari 800XL, 

65XE and 

130XE computers. 

and for 

Commodore 64 

and 128 

computers. 



scaling, rotation and 
speeds. Create your own 
environments with stationary 
backgrounds and filled shapes. 

Add text for scrolling captions, 
titles, credits, or lyrics. Combine 
and synchronize graphics, music, 
and text to create animated 
storyboards, concerts, and 
improvisations. Store and replay 
your work . 

Modemcast your performance. 
Telecommunicate everything to 
other VIRTUOSO users. Upload 
and download from CompuServe 
Atari 8-bit VIRTUOSO forum 
and many local BBSs. 

All for $49.95: the Virtuoso 
Software disk, User's Manual, 
complete contest information, 
and the Free Bonus: CompuServe 
INTRO-PAK that gives you 
instant access to CompuServe 
plus S15 towards your tab. 

Available where you buy 
software. You can also shop the 
CompuServe Electronic Mall™ 1 Or 
order from us directly by check or 
credit card. (Add $3.00 "for 
shipping and handling). 




"The professional tools of VIRTUOSO 
Software include over 20 editors to 
give you the creative power of a 
performing artist, studio engineer, 
or film/video director."— Jordan 
Rudes, keyboard/computer recording 
artist. Director of Music Systems, 
Virtusonics Corp. 



MRU SONUS 

(ORPORVIIO\ 

123 (Juke Ellington 

Boulevard 

New York. NY 10025 

(212) 316-6945 



$10,000 IN PRIZES 

Plus Royalties and Concert Contract 
for Programmer of the Year Contest. 



Details inside package. 



VIRTUOSO* is a 

registered trademark of 

Virtusonics Corporation 

Patent Pending 



* Special promotional offer - Save up to 50% 

' • This is a lirrffted offer. This offer expires January 31. 1988 and is limited to existinr/stock on hand. 



SIT DIGITIZE!^ 




ST VIDEO DIGITIZER 

Digitize from any standard 
composite video source 
(e.g. VCR, video camera, 
etc.) Save digitized pictures 
into NEO, or DEGAS file 
formats.. This is the fastest 
digitizer available for the 
ST. Capture single frames 
in less than a second. 

Excellent for student, hobbyist, or to put pictures in 
your desktop publishing projects. The picture above 
was taken with the ST video Digitizer and printed 
directly on a laser printer. If you were thinking about 
getting a video digitizer then this is the deal you've been 
waiting for. 

ST SOUND DIGITIZER 

Digitize real-world sounds from microphones, record 

player, tape recorders, guitar etc., then play back with 

your MIDI keyboard . The ST Sound Digitizer can be 

used to create music, experiment with sounds, edit short 

commercials, or use for voice mail. Very easy to use 

software provided powerful editing and mixing features. 

This product is normally sold for $139.95. Get in on this 

deal and save $60. dollars, but hurry, only a limited 

supply is available. ^^^^— Regular price: $139.95 

TIMEKEEPER 

This is our popular clock calendar plug- in cartndge. The 
TimeKeeper comes complete with removable long life 
lithium battery ready to use. Just plug it into the cartridge 
slot and set up either an Auto folder or Accessory 
program to automatically set Time and Date each time 
you turn on your ST. .^■■■■I^^^^^H— 

Regular price: $49.95 




Regular price: $139.95 



To order: Call our toll free numbers or send Check or M.O. plus 
shipping (USA $2.50) (outside US $10.) VISA. MC. C.O.D 
Welcome. 



NAARONE 




1-800-654-2821 {c ^ ,orna 
1-800-624-6545 < Nationwde ) 



NAVARONE INDUSTRIES, INC. • 1043 Stierlin Rd. • Suite 201 • Mountain View, CA 94040 
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VIP PROFESSIONAL 
$99.95 PRO 
$119.95 GEM 



DBMAN 

$89.95 

(Best ST Data Base) 



520ST 
COMPLETE SYSTEM 

Monitor, disk drive, computer 

COLOR CALL 
B & W CALL 



COLOR MONITOR . . . 

MONO 

SINGLE SIDED DRIVE 
DOUBLE SIDED DRIVE 
20 MEG HARD DISK . 
COMPUTER & DRIVE 



319.95 
179.95 
149.95 
209.95 
529.95 
479.95 



ASTRA'S RAM EASY 

$124.95 

1 Meg ST upgrade 



INDUS GT for ST 

Full 82 track-d/s drive 

$189.95 



GUARANTEED LOWEST PRICES — CALL FOR TITLES NOT LISTED 



RECENT AND SOON TO BE 
RELEASED ST PROCRAMS 

TEST DRIVE 

BREACH 

BARBARIAN 

BARBARIAN: ULTIMATE WARRIOR 

DEFENDER OF THE CROWN 

MIDI MAZE 

VIDEO VEGAS ... 

FAERY TALE ADVENTURE 

ALIEN FIRES 

BARD S TALE 

M 5 STRIKE EACLE 

WIZARD S CROWN 

MARBLE MADNESS 

REMARKABLE EUROPEAN 
GAMES 

GAUNTLET 

ROAD RUNNER 
ARKANOID 
STAR TREK 
STAR WARS 
BACK LASH 



TONIC TILES 
RED OCTOBER 
RANA RAMA 
ADICTA BALL 
IMPACT 

NOT A PENNY MORE 
MISSION ELEVATOR 
TAI PAN 
METROCROSS 
MOUSE TRAP 
INDIANA JONES 
SOLOMON S KEY 
PROHIBITION 
EXTENSOR 
HADES NEBULA 
LIBERATOR 
TYPHOON 
ALTAIR 

CRAFTON & XUNK 
TRACKER 
ANNALS OF ROME 



ADVENTURES 

S.D.I. 

ALTERNATE REALITY-CITY 

ULTIMA II, III or IV 

PHANTASIE I, II Or III 
MERCENARY 
MERCENARY • 2nd CITY . 



27 95 
27.95 

27 95 
24.95 
3295 
27.95 
24 95 
54.95 
27.95 
3295 
27.95 
24 95 
24.95 

ST 

27.95 
27.95 
24 95 
29.95 
2995 
29.95 
29 95 
32.95 
29.95 
24 95 
2495 
29.95 
24.95 
24.95 
29 95 
24.95 
29 95 
29 95 
24 95 
24 95 
24.95 
22.95 
24.95 
2495 
24.95 
29 95 
29.95 



32.95 
2495 
58.95 

24 95 
2695 
14.95 



THE PAWN 29.95 

BORROWED TIME 29.95 

MINDSHADOW 29.95 



SPIDERMAN 
UNIVERSE II 
SUNDOG 

GUILD OF THIEVES 
GNOME RANGER 

ARCADE / ACTION 

WAR ZONE & FIRE BLASTER 

SPACE STATION & PROTECTOR 

WANDERER (3D!) 

STAR GLIDER 

DEEP SPACE 

SUPER CYCLE 

MAJOR MOTION 

TIME BANDIT 

STWARS 

PLUTOS 

TERRORPODS 

TRAIL BLAZER 

AIR BALL 



9.95 

34.95 
24 95 
29.95 
24 95 



27 95 
27.95 
25.95 
2995 
19.95 
1495 
2495 
24.95 
24.95 
19.95 
27.95 
27 95 
24.95 



STRATECY / SIMULATION 

HEX 2995 

BALANCE OF POWER 32.95 

COLONIAL CONQUEST 24.95 

ROADWAR 2000 24.95 

ROADWAR EUROPA 24.95 
5KYFOX . 14.95 

ARCTIC FOX 27.95 

FLIGHT SIMULATOR II 32.95 

SUPER HUEY 25.95 

CATO . 32.95 

SILENT SERVICE 24.95 

SUB BATTLE 24.95 

HACKER 17.95 

HACKER II 24 95 

SHANGHAI 24.95 

CHESSMASTER 2000 29 95 

BRIDGE 5.0 22.95 

SPORTS 

GRIDIRON FOOTBALL 
MICROLEACUE II - BASEBALL 
CHAMP BASEBALL 
CHAMP WRESTLING 
CHAMP. BASKETBALL 
ST KARATE 

SUPERSTAR HOCKEY . 
KARATE KID II 
WORLD GAMES 
WINTER GAMES 



LEADER BOARD 

TOURNAMENT DISK 
10th FRAME BOWLING 

PRODUCTIVITY 

FLASH BAK / FLASH CACHE 

PUBLISHING PARTNER 

EASY DRAW 

GRAPHIC ARTIST 

AEGIS ANIMATOR 

ST TALK 

PERSONAL PASCAL 

GFA BASIC 

GFA COMPILER 

TYPING TUTOR 

WORD WRITER ST 

DATA MANAGER ST 

SWIFT CALC ST 

RECENT WORD II 

RECENT BASE 1.1 

DEGAS ELITE 

N-VISION 

PAINTWORKS 

MUSIC STUDIO 

PRINT MASTER PLUS 

ART GALLERY I 

ART GALLERY II 

DAC EASY ACCOUNTING 

WORD PERFECT 

MAGIC SAC 

PC DITTO 

DESK CART 



3295 

39 95 
29 95 
29.95 
24.95 
19.95 
34.95 
2495 
24.95 
24.95 



XE/ XL SOFTWARE 

GAUNTLET 

DEEPER DUNGEONS 
ARKANOID 
GUILD OF THIEVES 
MATH ENCOUNTER 
LIVING DAYLIGHTS 
ALT REALITY-CrTY 
ALT REALITY-DUNGEON 
UNIVERSE 

BOUNTY BOB STRIKES BACK 
RETURN OF HERACLES 
ULTIMA I 
ULTIMA III 
ULTIMA IV 
THE PAWN 
WOMBATS I 
INFILTRATOR 
BOP & WRESTLE 
ACE OF ACES 
HARDBALL 



27.95 
14.95 
24.95 



49.95 
94.95 
64.95 

124.95 
48.95 
1995 
4995 
49 95 
49 95 
24.95 
44.95 
44.95 
44.95 
48.95 
79 95 
39.95 
2995 
24.95 
3295 
24.95 
19.95 
19.95 
44.95 

209 95 
99 95 
74.95 
69.95 



24 95 

14.95 
2495 
27 95 

9.95 
24.95 
24.95 
24.95 
34 95 
29.95 

995 
39.95 
19.95 
3995 
27 95 
29 95 
2295 
2295 
22 95 
22.95 



FIGHT NIGHT 
LEADER BOARD 
PHANTASIE 
FLICHT SIMULATOR II 
AUTO DUEL 
PARTY QUIZ 
BASIC XL 
BASIC XE 
ACTION! 
MAC 65 
TOOLKITS 
WRITERS TOOL 
ATARI WRITER PLUS 
TYPING TUTOR 
SAT COMPLETE 
PRINT SHOP 

GRAPHICS I 

GRAPHICS II 

GRAPHICS III 
SYNCALC Or SYNFILE 
VIDEO TITLE SHOP 
DELUXE JOYSTICK (W3S S35) 
ATARI JOYSTICKS 

DISK DRIVES 

ASTRA THE ONE 

ASTRA 2001 

ASTRA HD + 

(ST 20 meg & d/s drive) 

INDUS GT 

IB IBM ST DRIVE 



22 95 
27.95 
27.95 
37.95 
37.95 
14.95 
34.95 
44.95 
44.95 
44.95 
1895 
38 95 
39.95 
17.95 
27.95 
29.95 
14.95 
14.95 
14.95 
3295 
2295 
9.95 
2 / 9.95 



(XE /XL) 249.95 
(XE/XU 279.95 

849.95 

17995 
219 95 



PRINTER INTERFACES (XE/XL) 

MICROPRINT 29.95 

MPP-1150 3995 

PR CONNECTION 59.95 

PRINTERS 

STAR NX-10 169.95 

STAR NB24-10 449.95 

MODEMS 

AVATEX12O0 89.95 

AVATEX1200HC 119.95 

PRACTICAL 2400 199.95 



COM PUT ERE YES ST 

179.95 

IMAGE SCAN . . 79.95 



ATARI 



714-639-8189 



POCES SUBJECT TO CHANCE 
WITHOUT NOTICE 



ORDERS ONLY 

PLEASE 

1-800-443-8189 



SHIPPING: Software - free shipping on U.S. orders over S100, otherwise $2.50 us 

S6.50 outside US Hardware - depends on weight, call for quote 

Charge cards + 3%. CO.D. orders are welcome, add $1.90 for UPS + 3%. 



COMPUTER GAMES + • BOX 6144 • ORANGE CA 92667 • (714) 639-8189 
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"Connectivity, Technology, and 

Solutions"' 
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can win fame and free 
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Will Piracy Kill Atari?/ 

Linzmayer 
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to "Programs Without the Price." 
the health of the entire Atari 
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REVIEWS 
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the growing popularity of electronic 
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Letters To The Editor 



U.S. Distributor for 1st Word Plus 

Dear Editor: 

In ihe November/ December 1 987 is- 
sue an excellent review of the new 1st 
Word Plus by GST Holdings was pre- 
sented. This improvement in the origi- 
nal 1st Word seemed to be exactly what 
I needed. But to my great dismay, ST 
software stores I called in the Chicago 
area informed me that 1st Word Plus 
was not available in the U.S.. might be 
available sometime in the future, or due 
to licensing difficulties might never be 
available in the U.S. 

Would you be able to update readers 
as to the availability of this program in 
this country? 

The Explorer, by the way, is a finely 
written journal and an indispensable re- 
source. 

Emanuel D. Pollack 

8632 N. Lawndalc Ave. 

Skokie, IL 60076 

When the Nov/ Dec issue went to 
press. GST did not have a U.S. distrib- 
utor. Since then, however, the company 
has entered into a distribution agree- 
ment with Prospero Software, 100 
Commercial St., Ste. 306. Portland. 
ME 04104, (207) 874-0382. 



No MaxThink for the ST 

Dear Editor: 

1 am writing in regard to the review of 
the MaxThink idea processor that ap- 
peared in your September/October 
1987 issue. 

1 contacted the manufacturer and 
the} informed mc that they are no long- 



er making the software for the Atari ST. 

John Wcitzel 

29 Suncrest Ave. 

Wheeling. WV 26003 

We checked with MaxThink be/ore 
publishing the review and were assured 
that the product was available. Subse- 
quently, the company did, indeed, drop 
the ST version from its product line, 
citing piracy in the Atari community as 
the reason for the decision. For more 
information on piracy and MaxThink. 
see "Will Piracy Kill Atari?" in this 
issue. 



Nametag Sl owdown 

Dear Editor: 

The September/October Homefront 
included an interesting program called 
Nametag. I use my Atari 1 30XE in our 
church office, and I plan to use Name- 
tag at future teacher meetings, commit- 
tee meetings, and church socials. 

I had a little problem with the pro- 
gram at line 560. It moved so quickly 
from 560 to 570 that there was almost 
no time to read the message. It then 
moved on to 785 and back to 380 to 
begin again. This all happened so quick- 



ly that folks especially those who had 
no experience with typing or comput- 
ers — had no time to figure out what was 
going on. 

I added the lines in Listing 1 to slow 
things down a bit and make ihe program 
easier for novices to use. 

Thanks for a good magazine. 

Robert G. Masenheimer. Jr. 

Longswamp United Church of Christ 

RD 2, Box 3 

Mertztown. PA 19539 



More o n Trojan Horses 

Dear Editor: 

The September/October Teletalk 
made some very important points about 
programs posted on BBS's that are not 
what they seem. 

A friend and I developed a "computer 
virus" on our 8-bit Ataris. Of course, we 
will never distribute this program, but 
we do want to distribute some of the 
lessons we learned while writing it. 

People should be leery of any pro- 
gram that cannot be listed. Public do- 
main software does not need that kind 
of protection. However, the commands 
to format the disk can be hidden in 
DATA statements. 

If you are on a BBS that you know 
little or nothing about. I recommend 
that you download any software to a 
blank floppy disk and keep your hard 
disk turned off when you run it. 

It is also a good idea to own a disas- 
sembler- even if you are not a hot-shot 
programmer. Learn what commands 
will cause a disk to be erased, format- 
ted, or destroyed, and look for them 
before running a new program. 

The people who distribute these pro- 
grams are the same people who knocked 
down other kids* blocks in Kindergar- 
ten. They have become more sophisti- 
cated, but they arc still nasty, hateful 
people. 

Beth Jane Freeman 

1265 Hawthorne Dr.. E. 

Wantagh. NY 11793 



Listing 1. 



375 GOTO 783 

565 FOR DELAY - 1 TO 1000 : NEXT DELAY 

781 GOSUB 1000 : PRINT "THANKS FOR SHARING THIS VERY 
PERSONAL INFORMATION" 

782 FOR DELAY - 1 TO 1000 : NEXT DELAY 

783 GOSUB 1000 : PRINT "NOW, WOULD THE NEXT GUEST" 

784 PRINT " SIGN IN, PLEASE?" 

785 PRINT : PRINT "PRESS <RETURN> AFTER" 

786 PRINT "ANSWERING EACH QUESTION." 

787 PRINT : PRINT "PRESS <RETURN> TO BEGIN" 

788 GET #1,K : GOTO 380 
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At Last! 

a CAD Program 

that Gets the 
Job Done... Right! 



Until now, it's been practically 
impossible to produce sophisticated 
CAD drawings on an ST. It's meant 
using a combination of programs and 
work-around techniques which in many 
cases still didn't get the job done. 

But now that's in the past. Now 
there's M/CADD™ by Migraph. 

M/CADD is the only system to offer a 
complete integrated solution from 3D 
preliminary design through 2D detail 
drawings. Two independent packages form 
the M/CADD system: a 2D Drawing 
Composer and a 3D Wireframe Modeller, each 
with a Macro-Driven command language 
making it user configurable. So now you can 
adapt it to your company's own design 
methodology, instead of using someone elses. 

Using M/CADD's translator program, you 
can read and save in IGES and AutoCad/DXF 
format, making M/CADD compatible with PC 
systems you may already have installed at 
work. In fact, if you're familiar with 
workstation systems like Applicon, Cadlinc, 
ComputcrVision, and Intergraph, you already 
know how to operate the many levels and 
command functions in M/CADD. 

For hardcopy, M/CADD outputs directly to 
HPGL plotters, and saves in .GEM format for 
printing on 9 and 24 pin dot matrix printers and 
the Atari laser printer. In fact, should you 
want to load your drawings into Easy-Draw® 
for creating reports, transparencies, etc., you 
can do that too! 

We'd like to send you an M/CADD packet. 
Just call us at the number below, and 
remember to ask about our slide show demo. 

Minimum system req: 1Mb memory, mono 
monitor, and double sided drive. 

Recommended 2Mb memory and a hard 
disk. 



>X 



^^MOMPH 



Migraph. Inc. 

720 S. 333rd St. (201) 

Federal Way. WA 98003 



(800) 223-3729 or (206) 8384677 

M/CADD and Easy-Draw are trademarks of 
Migraph, Inc. Autocad is a trademark of 
AudoDesk Inc. This ad composed & printed 
with: Easy - Draw and the Atari laser printer! 
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IBTS TOJS M(L2ra 

* Top of the line components ! 
■k Superior design ! 

* Extreme care in assembly ! 
•k Scrupulous testing ! 



lere mis @®weK]asK]@B9 

•k 20.8 megabyte hard-drive (formatted) ! 
k Double sided 5.5" floppy drive ! 

* Internal power supply ! 

* All in one neat, strong, housing ! 

im iu rams- 

k 36" hard drive cable lets you place unit 
conveniently, not on top of your keyboard ! 

* A single AC powercord replaces power supply 
and two powcrcords ! 

* Lighted front switch lets you turn unit on 
without a lot of gymnastics ! 

k lighted busy lights tell you when your hard 
drive and floppy drive are working ! 

* Our small footprint (5 1/4"W, 4 l/4"H, I2"L) 
saves space on your crowded desk ! 

We have taken extreme steps to insure the quality 
of these units. Therefore we feel confident enough 
to offer a ONE YEAR LIMITED WARRANTY covering 
defects in both parts and labor. This is four times 
as lone, as usually given in the industry! 



tm ar 



Until you have experienced the fun and convenience 
of using a hard disk, you have missed a lot of the 
fun you expected from your computer. Faster access 
to programs and data make for more fun and less 
waiting ! 
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We supply complete formatting and partitioning 
software. (So does everyone else.) We also supply 
BRS,a unique backup and restore program that 
will back up your valuable files to floppies. This is 
a $39.95 value. And when you return your registration 
card to us we will send you a free "Mousterpiece" 
mouse pad ! 
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ASTRA SVST6MS, INC. 



2500 S. Fairview, Unit L 
Santa Ana, CA 92704 
(714) 549-2141 



Letters To The Editor 



Game Strategies 



Dear Editor: 

I have an Atari 520 ST and have 
enjoyed it for a little over a year now. 
Your magazine has answered many 
questions for me and has introduced me 
to many new ideas and products. 

One area which is not addressed, 
however, is game strategies and tips. 
Would it be possible to run a short col- 
umn in this area using your game expe- 
riences or those of your readers? For 
instance, a reader would send in a que- 
ry, and if you could not answer it, per- 
haps a reader could respond with the 
answer. 

Some examples: In Ultima II I have 
achieved approximately 9999 in every 
category (hit points, provisions, experi- 
ence, gold pieces), but, alas, I am not a 
"clever" player and have not learned 
how to increase my attributes. I would 
like to know how to do so. 

I have visited every time zone and 
planet and the dungeons and towers of 
each, yet in the Land of Legends castle I 
have not been able to enter the time 
zone area. What is the secret? And 
what do you do in dungeon level 17 
besides leave it? 

I'm sure there are others who experi- 
ence frustration in their leisure use of 
games on the computer. A small hint 
could open a whole new outlook on their 
game play. Your column could provide 
that much needed hint. 

Also, are there game strategy guides 
available? 

Monica McCabe 

Better be careful, or people will begin 
to think that Atari computers are game 
machines. We have no plans to include 
such a column at the moment, but we 
will definitely consider your idea as the 
magazine grows and has space for ad- 
ditional editorial material. As for other 
sources of hints, try writing to the pub- 
lisher of the program that has you 



slumped. Many of them will sell you a 
hint book to get you out of the traps 
they set. 

Another interesting source of tips 
and information about adventure 
games is a newsletter called Quest Bus- 
ters, The Adventurers' Journal. In ad- 
dition to hints of the sort you describe, 
each issue includes reviews of adven- 
ture games, new product announce - 
m&US, and classified ads for those who 
want to swap (legal) programs. A one- 
year subscription {doesn't say how 
many issues) is $16 from the Addams 
Expedition, POB 525, Southeastern, 
PA 19399-9968. 



Deciphering Superconductivity 

No, the last page (71) of the Super- 
conductivity story in the Nov/ Dec issue 
of Atari Explorer was not an extension 
of Puzzles & Problems, although it 
might well have been. If you want to 
read the story for content, skip from 
page 70 to the last line of paragraph 3 
("would generate . . . "), then from the 
third line in the second column to the 
top of the first column, and finally, from 
the line above "would generate ..." to 
line 4 in column 2. There will be a quiz. 




tar recipes 
at the touch 
of a button. 





ith The Celebrity Cookbook you can serve the 
favorite recipes of stars like Frank Sinatra, Ronald Reagan, Sophia Loren, 
Bob Hope, Shirley MacLaine and many, many more! Featuring six volumes, 
The Celebrity Cookbook contains more than 300 celebrity recipes. Additional 
helpful and entertaining features include Diet Sec rets of th e Stars, 
a Wine D irectory . The Barte nder's Gui de, Perl e Mesta's 
Party Tips, a surprise quiz to discover H ow Good A Guest 
YouAre and a Personal Recipe Filer. 

Now available on Commodore 64/128/Amiga, Apple He, 
IIe& Macintosh, IBM PC & compatibles. Atari ST. 
Suggested retail price $34.99. 
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Celebrity Cookbook 
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Back in August. Atari bought the 
Federated Group Inc., a retail 
electronics chain, for S67.3 mil- 
lion. Hemorrhaging badly, in their last 
fiscal quarter (ended May 31, 1987) 
before the purchase. Federated posted a 
loss of $895,000. Atari, on the other 
hand, has returned to profitability. In 
the second quarter (ended July 4). 
Atari's profit rose to $13.5 million on 
total revenue of $70.7 million. 

What does the Federated purchase 
mean'.' First, it means that Atari will 
gain 65 retail stores in California. Ari- 
zona. Texas, and Kansas through which 
they can sell their products the way they 
want them sold. Second, it gives Atari a 
controllable retail environment in 
which to test market other products (we 
have already seen calculators with the 
Atari name on them, and you can look 
for other Atari consumer electronics 
products soon). 

Investor's Daily talked to Jack Tra- 
miel about the reasons for the purchase. 
In the interview. Tramiel said. "Our 
overall game plan, set way back, is to 
build a vertically integrated consumer 
products company in the U.S. where we 
share research and development from 
design to end product. Our plan in the 
US. is to copy successful, totally inte- 
grated Japanese companies like Fujitsu, 
Sony, and others. The next piece in our 
strategy is to buy a semiconductor com- 
pany." 

Tramiel continued. "In addition, our 
U.S. strategy is to copy our European 
strategy (Luropc now accounts for two- 
thirds of Atari's sales) by serving our 
dealers and doing a lot of advertising, 
nearly $20 million this fall alone."' 

At the time of the purchase it was 
staled that the chairman (Wilfred 
Schwartz) and management of the Fed- 
erated Group would remain in place. 
Tramiel believes that "management is 
not the problem. Federated chose to 
grow rapidly and add new stores, an> 
new stores cost money. I think the ex- 
pansion was a good move. Additionally, 
my philosophy and Schwartz's are simi- 
lar, that is giving customers the best 
value for their money." 

To industry watchers who have said 
that it will be difficult to make Federat- 
ed successful, Tramiel has a sharp re- 
ply. "They don't know my background 
to say that. I've done it before. When I 
go into a business, I plan how it will 
work. How it won't work isn't even in 
my vocabulary." 

Tramiel on his success formula: "I 



Atari buys Federated; 

Supra announces 

monster drives; 

and more. . . 



News 

and 
Views 



By DAVID H. AHL 



work my butt off. and I give value to my 
customers. For some reason, Europeans 
recogni/e this, but Americans have to 
be told. Apple Computer's products 
cost twice as much as ours, and they're 
in 10th place in Germany while we're 
number one. In the U.S., the key is ad- 
vertising. People want what their next- 
door neighbor has.'" 

Although retailer stores are glutted 
with consumer electronics products. 




Data Bank is a full-function calculator, which 
stores up to 150 data sets, each with seven 
letters or numbers, plus 12 additional 
numbers. 



Tramiel believes they will still want to 
carry the Atari computer line: "We will 
give them the right profits and products 
and tell customers about it. They'll love 
it." 

Random Bits 

First it was promised; then Atari said 
"no. it won't happen." But now some of 
the latest I040ST computers are com- 
ing through with a new revision mother- 
board that has a socket for the Blitter 
chip. Apparently, this is as much of a 
surprise to people in Sunnyvale as it is to 
customers. 

Speaking of ST variations, music 
stores are now being shipped 520ST 
computers in a 1040 box with a built-in 
single-sided disk drive and RF modula- 
tor. Price is the same as a 520ST with an 
external drive. Oddly, this configura- 
tion is designated both 520STFM and 
1040STFM. By the way. don't buy one 
intending to add memory chips and 
make it into a cheap 1040; the mother- 
board is wave soldered, and all the chip 
mounting holes are filled with solder. 

Having inherited a huge inventory of 
5V4" 1050 floppy drives, until recently 
Atari hadn't faced up to the problem of 
manufacturing more of them. But 
about to run out. Atari has decided to 
offer a double-sided drive (the XF551) 
for the 8-bit line. 

One problem: The current Atari 
DOS doesn't recognize the second side. 
So Bill Wilkinson of 8-bit Basic fame 
has been hired by Atari to write a new 
DOS. We can't quite see why Atari 
didn't just buy some of those nice sleek 
Indus drives; it seems rather late in the 
product life cycle for a new drive and 
another new DOS. but who knows? 

One is in production and more are 
coming: little black boxes that will let 
you switch your ST between a mono- 
chrome, and RGB or composite video 
monitor without unplugging and re- 
starting. Projected prices are in the $30- 
50 range. Fook for units from Practical 
Solutions, Wuztck. and others. 

Mi graph has been showing their soon- 
to-be-released MjC ADD package at 
several Atari fairs to rave comments. 
One aerospace engineer told me that he 
thinks it runs rings around AutoCad. a 
$2599 package for the IBM PC AT and 
even beats a number of dedicated CAD 
systems. His only problem is its low 
price. "What procurement manager is 
going to lake me seriously vshen I tell 
him the computer and software togeth- 
er cost less than $2000?" 
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NOW! RUN THESE IBM PROGRAMS ON 

YOUR ATARI ST. 



Lotus 1-2-3 
Enable 
Sidekick 
Crosstalk IV 
EasyCAD 
GW Basic 
Word Perfect 
Graph-in-the-Box 
Turbo Prolog 
The Newsroom 
Supercalc 



Flight Simulator 

Ability 

Super key 

Carbon Copy 

DAC Easy Accounting 

Managing Your Money 

Multimate 

ProDesign II 

R:base 5000 

Electric Webster 

Javelin 



Framework 
DESQview 
Norton Utilites 
Chart-Master 
BPI Accounting 
Silvia Porter's Series 
Dataflex 
Microsoft Chart 
FoxBase + 
PC-Outline 
Knowledgeman/2 



Symphony 

Q&A 

dBase 11,111,111+ 

Print Shop 

Turbo Pascal 

pfs:Professional File 

pfs:Professional Write 

Chase Spectrum 

Dollars & Sense 

Exact 

Swift Tax 



And Hundreds More! 

pc-ditto is a software-only utility which taps the power of your Atari ST to imitate an 
IBM PC XT. No extra hardware is required (an optional 5.25-inch drive may be 
required for 5.25-inch disks). All your IBM disks will work "out-of-the-box". 



pc-ditto features include; 

o both the 520ST and the 1040ST supported 
o up to 703K usable memory (1040ST) 
o not copy-protected - installable on hard disk 
o imitates IBM monochrome and IBM color 

graphics adapters 
o access to hard disk, if hard disk used 
o optionally boots DOS from hard disk 
o parallel and serial ports fully supported 
o supports 33-inch 720K format, 360K single- 
sided format, and 5.25-inch 40-track formats 



$89.95 pc-ditto™ 

by 
Avant-Garde Systems 
381 Pablo Point Dri*e 
Jacksonville. Florida 32225 
(904) 221-2904 



System requirements; 

o IBM PC-DOS or Compaq MS-DOS version 3.2 or 
above recommended 

o ATARI COLOR MONITOR (Atari mono monitor 
support will be released this Fall) 

o optional 5.25-inch drive is required to use 5.25- 
inch disks 

o 3.5-inch 720K DOS disks require a double-sided 
drive (Atari SF314 or equivalent) 

See pc-ditto today at an Atari dealer near you. 
or write for free information.' 



Avant-Garde Systems, 381 Pablo Point Dr. 
Jacksonville, Florida 32225 (904) 221-2904 
Yes! Please send information on pc-ditto. 

Name 

Address 

City 



State 



.Zip. 



Michael Case of Gillette, NJ, was recently 

arrested for firing eight shots into his IBM PC and Princeton 
Graphics monitor. 



And >ou thought 5Mb was a lot. Five 
\ ears ago. I couldn't imagine filling up a 
5Mb hard disk and today my 20Mb 
Atari drive is overflowing. But help is on 
the way. Supra is now shipping 20. 30 
and 60Mb drives and have been show- 
ing — believe it or not- a 250Mb drive! 
The\'rc not alone. ICD has been show- 
ing an innocent looking box with two 
30Mb drives in it. Actually, at the mo- 
ment they arc shipping only a 20Mb 
unit, but it has multiple SCSI and 
DMA ports and a built-in clock. A 
30Mb. dual 20Mb. and the dual 30Mb 
units are scheduled for shipment in late 
'87/carly '88. 

Speaking of disk drives. Supra also 
has been showing a nifty 1 0Mb remov- 
able floppy drive. With an 80 ms aver- 
age seek time, the $899 FD-10 is about 
25^ slower than a standard 20Mb hard 
disk, but users will save minutes, if not 
hours, not having to do backups. 

Looking for inexpensive public do- 
main software? I lere are four organiza- 



tions that have extensive ST disk librar- 
ies for S3. 50 to $5.00 per disk: 

ST X- Press 

P.O. Box 2383 

La Habra. CA 90632 

(213)691-8000 

Brad Roltgen Lntcrprises 
719 E. Minarets 
Fresno. CA 93710 
(209)432-2159 

The King's Domain 
P.O. Box 609- B 
Graton.CA 95444 

CN Libra r\ 

122 N.Johnson Rd. 

Sterling. V A 22170 

And for you 8-bit owners, WAACE 
has a terrific disk library for a flat $5.00 
per disk. It is being handled by the 



Seen at the Glendale Atari Fair. 



Liz Mitchell demonstrates 
Mtgraph s Easy Draw. 




John Tarpinian. president of 
ACENET. with 14-year-old 
Bret Leduc. winner of the 
Atari ST door prize it the 
Atari fair in Glendale. CA. 



The Atari exhibit at the 
show was a busy place. 



Northern Virginia Atari Users' Group: 

Novatari 

c/o Alan Friedman 

5951 Heritage Square Dr. 

Burke. V A 22015 

Bungie cords not included. At the re- 
cent Atari fair in Glendale. CA, 14- 
ycar-old Bret Leduc of Burbank won 
the grand doorprizc. an Atari 1040ST 
system. One problem: Bret's father had 
brought him to the fair— on his motor- 
ex clc. 

If you're e»er al dinner with some 
Atari folks and get hit in the head with a 
Using crouton, you might want to pay 
close attention to the position of Neil 
Harris's hands. One piece of advice: 
don't fight back like Gerry "Rad Moo- 
se" Humphrey did in Allentown. We 
hear that before long, bow Is of croutons 
were flying every which way and the 
group was unceremoniously asked to 
leave the restaurant. 

Things from which we'>e protected 
you department. How about a handy 
digital clock with alarm and timer that 
attaches right on your computer, moni- 
tor, or disk drive with a strong built-in 
magnet? .lust set the timer and see how 
long it lakes to wipe out all your disks. 
And then there was the article describ- 
ing how to re-ink your printer ribbons 
by drilling holes in the ribbon cartridge 
and pouring in a mixture of stamp pad 
ink and glycerine. Just don't tip the car- 
tridge when installing in the printer. 
Yucko. 

It could only happen to an IBM PC 
department. Michael Case. 35. of Gil- 
lette. NJ. was recently arrested for fir- 
ing eight shots into his IBM PC and 
Princeton Graphics monitor. Neighbors 
called the cops, and when they arrived 
they found the computer and monitor 
completely blown apart. The officer on 
the scene said the .44 Magnum with 
hollow point (dum-dum) bullets that 
Case used was "quite a lot of firepower 
for the job. It's a pretty big gun for 
shooting a computer." Case was sur- 
prised when police arrested him and 
couldn't understand why he couldn't 
shoot his own computer. However, po- 
lice charged him with recklessly creat- 
ing a risk, discharging a firearm in a 
restricted area, unlawful possession of a 
gun without a permit, possession of ille- 
gal bullets, and using a firearm against 
the property of another (four bullets 
went into the wall and he didn't own the 
house). ■ 
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REVOLUTIONARY 
NEW PRODUCT 



• imagine Saving almost any game at any point, then being 
able to return there as many times as you like 

• Imagine the Ultimate Back-up Utility that actually UNPROTECTS 
programs as it copies them Lets protected programs be 
stored as files, run from a hard disk or even be transmitted 
over a modem. 

• imagine saving three or more protected single sided disks on 
lust one double sided disk 

• Imagine Instantty switching back and forth between two 
different programs, games, utilities or business applications. 

Now Stop Imagining and get Switch Back. 
It can do all this and more. 

Switch/Back is a revolutionary new hardware and software 
package that lets you get more from your SI MUCH MORE 

Switch/Backs gaming features lets you instantly save most games 
then continue playing. If you get in trouble you can switch back 
to where you were as many times as you like 




REQUIRES at 

least 1 meg. of RAM 

(Of a MEGARAM Of Polydisk Cartridge) 



BACK-UPS -Switch Back can work with your favorite back-up 
program and allow you to save whole protected disks to files for 
archival purposes. It can also automatically unprotect a 
program and save it as standard file. This method works on 
hundreds of ST programs and it allows you to run the files directly 
tts perfect for running protected programs off a hard disk It 
creates standard TOS files, that can be stored together on disks 
or even transferred by modem 

SWAP - Switch back lets you load just about any two programs 
into your ST and switch instantly between them It works with 
games, business programs, utilities, compilers, etc. Although only 
one program is running at a time, the other is available instantly, 
right where you left off 

The Switch/Back hardware plugs into your printer port for easy 
use (It has a pass through connection for your printer too.) 

Switch /Back requires at least One Meg of memory 

(Or a Polydisk or Megadisk) ONLY $69.95 



ST Protection Techniques 



Finally ST Copy protection techniques are revealed 
This complete book and disk package details the state 
of the art in ST Protection methods ana much, much 
more 

The Software included with the book provides many 
powerful features like the AUTOMATIC PROGRAM 
PROTECTOR. The easy to use Utility allows you to protect 
just about any ST program Vbu can choose a 
combination of protection methods like encryption, 
checking custom disk formats, password protection or 
a limited use option that makes the program self 
destruct after running a preset number of times 
The Doc* includes topics such as Phreaking, Logic Bombs, nardwore 
data keys the legal aspects of piracy and software protection. Custom 
disk formats, ana mucn more 

In oddition if contains reviews of the popular ST back-up programs and 
detailed explanations of ST disks and drives 
ST Protection techniques (Book and disk package) 




Only 



$39.95 



The worlds most inexpensive clock 
cartridge Finally its affordable to 
keep your time and date accurate 
3 year battery included ONLY $24.95 
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■VI C GAD 1 5K Ultra high speed solid state disk drive • 500% 
Faster than a Hard Disk • Provides almost instant booting • Like a RAM dtsk 
that's atways loaded with your favorite programs and ready lo use • One 
megabyte of Solid State storoge • Built m battery back-up in case of 
power failures 

MEGADISK is actually one megabyte of RAM that simply plugs into your 
cartridge port It acts as an added disk drive that's ultra fast and always 
ready for use Like a Hard disk. MEGADISK won't loose Its memory when 
your computer is turned off. H comes with its own power supply and 
battery back-up system so its independent of your computer 

Megadisk can be configured according to your needs • Set it up as 
one large disk • An 800K double sided disk and a 200K hardware print 
buffer • Or as two 400K single sided disks and a print buffer 

Megadisk will work fine with your current system whether you have a 
hara disk ond two drives or you're just getting started 

Megadisk is perfect for those who want the high speed ot a hor d 
for a lower price its even better for power users or software developers 
who may already own a hard disk and two dr rves but wart extra speed 
and power Megadisk can also emulate other cartridges for testing and 
back-up in addition Megadisk can be used with Switch Back to allow you 
to instantty jump between two full size one meg Moo OC 

applications y477.73 

Megadisk Clock Option Adds a Oock/cotendar card to your Megadisk 
cartridge Contains replaceable Three year battery 2995 

KOiyQ ISK Porydisk is a 512K version of a Megadisk. Potydisk gives 
you the some tost booi features, the high speed access, and the print 
spooler. Polydisk has a power supply (like Megodrsk) but does no' contain 
a battery back-up 

Note Those with only 512K of main memory can use Switch Back with a 
Porydisk. just like those with one Meg. 

Polydisk (512K Solid state drive) Only $199.95 

(Clock option card is atso available for Porydisk $29.95) 
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COLOR COMPUTEREYES" 

1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 

Incredible COLOR video digitizer • The first and only full color digitizer 
tor the ST • Uses standard video inputs like video camera. VCR. or video 
disk • Works in all ST resolutions. Low res provides 16 shade black and 
white or full color pictures • Pictures can be used with Degas. 
Neochrome. Powerprint and others • Automatic calibration of contrast, 
brightness and white balance • Plugs into cartridge port for easy set up 
• Capture your picture or that of your favorite star ONLY $199.95 
SPECIAL Of FIR - Buy both Computereyes ana Powerprint and SAVE 20 00 
from the total 



Power. 



\ 



IVTnf T BLOW YOURSELF UP 



9 

Imagine your picture on a 6 foot poster Creole a business graph that 
can cover a wall Quality output for posters, t shuts, news tetters, and more 
POWERPOINT 

Whether it's a photo digitized with ComputerEyes. a masterpiece 
created with Degas, or the winning screen from your favorite game. 
POWERPRINT can print it with unequated clarity and resolution. PowerPnnt 
supports ALL ST resolutions it prints multiple sizes up to GUNT WALL SIZED 
POSTERS. Prmt 16 shades for incredible detail Print the whole screen or 
ZOOM m on iust the part you want. POWERPRINT offers unique effects, 
including rotate, mirror and inverse options Selective shading option 
allows you to print multi-color pictures on any printer Py printing one color 
at a time (using color ribbons) Powerpnnt lets you capture and print 
almost any ST screen Woi.-. » - • j NEC. Citoh. Gemini. EPSON. XM8048 
and compatible printers ONLY $39.95 
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High Quality sound digitizer for the ST This powerful 
hardware and software package lets you sample real world sounds and 
play them bock on any Aton ST Add special eftects like Echo. Reverse 
looping, pitch manipulation, mixing and envelope control Turns your Alan 
keyboard into a musical instrument to play songs with your digitized 
sounds (also works with any MIDI keyboard) Digisound makes it simple to 
add souna to your own program too 1 Unleash the incredible sounds m 
your ST with DIGISOUND Supports sampling from 5 to 40Khz. DIGISOUND is 
the choice of the professionals DIGISOUND was used to create the voice 
in Chessmaster 2000, and other commercial programs £QO OC 

DIGISOUND ONLY V©".V5 

DIGISOUND PROFESSIONAL 

All the excellent features C DiGiSOUND plus these great extras 

LOGARITHMIC SAMPI ING Special hardware extends the sound quality 

far above the other ST sound digitizers logorithmc sampling and 

playback (external amplifiers only) greatty extends the dynamic range 

while reducing distortion and noise 
internal Real Time Mixing input from a stereo and a microphone so 

you can sing over a tape (j jq qc 

UI>7lPLAY CR The High powered digisound software can now be 
obtained by those who already own a digitizer for the SI Compatible all 
cartridge based digitizers Extend the power of your digitizer with 



Only $49.95 




24 HOUR HOTLINE - VISA & MasterCard Welcome 

216-374-7469 

Customer Service line (216) 467-5665. Coll or write 
lor free catalog. 



Order by phone of send check or money order to: 
ALPHA SYSTEMS 1012 Skylond, Macedonia, OH 44056 
Include S3 00 shp Shdg (US * Canada) Ohio 
res-dents odd 5"'.% sales tax Foreign orders odd $8 00 



SYSTEMS. 



Companies to Watch 



We recently visiied several 
Atari hardware and software 
developers on the West Coast 
to get a first-hand look at their newest 
products. Aside from their concerns 
about piracy in the Atari market (cov- 
ered elsewhere in this issue), most of 
them were positive about their involve- 
ment with the machines that offer Pow- 
er Without the Price. 

Optimized Systems Software 

After successfully marketing Person- 
al Pascal, OSS made the mistake of 
announcing version 2.0 somewhat be- 
fore it was ready for delivery — a com- 
mon occurrence in the Atari communi- 
ty. As a result, potential customers for 
the current product held off buying un- 
til the new version was available. The 
new version is finally shipping, and the 
folks at OSS can breathe a little easier 
now that cash is flowing again. 

What does the future hold for OSS? 
Many things. They arc currently evalu- 
ating a wide range of software packages 
from Europe, mainly Germany and En- 
gland, including believe it or not a 
new Basic. Apparently the major virtue 
of this Basic is that it can compile GFA 
Basic programs, giving them added 
speed at run time. 

OSS, recognizing that Atari owners 
are looking for maximum value per dol- 
lar, has introduced a line of no frills $20 
software packages called Barcware. 
These packages are a level above 
shareware, but don't have the fancy 
(read, expensive) packaging and ap- 
pearance of much commercial software. 
Two Barcware packages arc now out: 
QuikStart and OverDrive, a Ramdisk 
utility, and Short Cut, a desk accessory 
that allows printing and copying of files 
from within other GEM programs. 

Logical Design Works 

Logical Design Works was one of the 
first companies to introduce an alterna- 
tive Basic for the ST. Version 2.0 of 
l.DW Basic, which offers many im- 
provements over the original version, 
has just been released. Specifically, it 
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The publisher talks 



to five Atari developers 

about their products 

and problems 



By DAVID H. AHL 



lias more than 50 statements to access 
(il \1. so you don't have to use PEEKS 
and POKES. It can also compile any pro- 
gram written in ST Basic and it is ex- 
tremely fast (for certain jobs as much as 
50 times faster than ST Basic). You'll 
find a complete review of LDW Basic 
2.0 soon in Atari Explorer. 

Rena Tesslcr also gave me a sneak 
preview of LDW Spreadsheet. It has all 
the features of Lotus 1-2-3 and makes 
excellent use of the GEM environment. 
Scheduled for release in February, it 
looks like the ST spreadsheet for which 
we've all been waiting. 

Although it has been out for a while, I 
confess I hadn't previously taken a close 
look at VegOS Gambler. I have now rec- 
tified that oversight and can say that the 
graphics are truly outstanding: the 



cards looks like real cards, the roulette 
wheel looks as if it is spinning, and the 
slot machine looks exact!) like a real 
Vegas video slot. No wonder il is selling 
so well. 

Coming soon from LDW: Backgam- 
mon and several new arcade-type action 
games. 

Accolade 

Although we tend to think of it as one 
of the "old established" companies. Ac- 
colade was formed just three years ago 
when Alan Miller and Bob Whitehead 
broke away from Activision and started 
their own company. 

In October, just over two years after 
the first Accolade product was shipped. 
Bob Whitehead presented the 
200.000th copy of the company's best- 
selling baseball simulation. Hardball. 
to San Francisco Giants outfielder and 
Atari ST owner Joel Youngblood. un- 
derscoring the steady growth and ex- 
pansion the company has experienced 
from the beginning. 

On a recent visit. Alan Miller showed 
me Accolade's newest releases for the 
ST. Pinhall Wizard is a construction set 
type of game that lets you give the dif- 
ferent bumpers, pathways, and obsta- 
cles individual characteristics. De- 
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9 FOR THE ATARI ST 



Introducing OS-9/ST 



IT'S 
HERE! 




Exciting news from Microware! Now you can have the awesome real-time, multi- 
tasking power of OS-9 for your Atari ST. Introducing OS-9/ST. OS-9/ ST s profes- 
sional UNIX-Style system environment and supporting development tools makes 
it the perfect operating system for your Atari ST system. 

Choose Personal or Professional 

OS-9/ST is available in two flexihle configurations: 
Personal and Professional. / / / set; plus easy-to-use. easy-to-read 

• Personal 0S-9/ST combines the power ^^00** documentation for the neophytes 

of OS-9 with an interactive, struc- ) among us. 

tured Basic and handy utility' ^^^ • Professional OS-9 /ST turns 

your Atari ST into a full C Language 

workstation. You'll open new doors with your 

ST using the powerful Assembler. Linker and User 

Debugger. And if that's not enough, you can add 

optional tools like Pascal. FORTRAN, Electronic Mail. Print 

Spooler and other popular productivity packages. 

Support ANYTIME You Need It! 

^ Included with both versions of OS-9 /ST is twenty-four-hours, seven 

days-a-week "support" — via your modem and CompuServe. And 
while you're there, browse through the OS-9 User Group Libraries 
or leave a message for your friends. 

With either version you'll get true multi-user support and the 

software tools to exploit it. And with your purchase of OS-9/ST. 

you'll receive a free copy of the OS-9 Software Sourcebook — a 

valuable reference guide to third-party software. For further 

information, call Microware today, or contact your local distributor to 

find out how to put the power of OS-9 /ST to work for you! 

Personal OS-9/ST $150.00 
Professional OS-9/ST $600.00 





--^TnsctowMC^ 



Microware Systems Corporation 



Headquarters 
I900N.W 1 14th Street 
Dcs Moines, Iowa 
Phone 515-224-1929 



Western Regional Office 

i 101 Great America Parkway 

suite 220 

Santa Clara, CalMbmli 95054 

Phone 40K-980-0201 



Microware Japan. Lid. 

41-1** Honcho 4-Chome. Kunahashi Cily 

China 273. Japan 

Phone 0473 (28) 4493 

Telex 781 -299-3122 




Micromaster Scandinavian AB 

St Persgaian 7 

Bo* 1309 

S7S1-43 Uppsala 

Sweden 

Phone 018-138595 

Tele* 76129 



Dr. Rudolf Keii GmbH 
Porphystrasse 15 
D-6905 Schneshe.m 
West Germany 
Phone (0 62 03) 67 41 
Telex 465025 



Elsoft AG 

Zeiweg 12 

CH-5405 Baden Dattwil 

Switzerland 

Phone (056) 83-3377 

Telex 828275 



Vivaway Ltd. 

36-38 John Streel 

Luton. Bedfordshire. LU1 2JE 

United Kingdom 

Phone (0582) 423425 

Telex 825115 



Microprocessor Consultants 
92 Bynya Road 
Palm Beach 2108 
NSW Australia 
Phone 02-919-4917 



Microdata Soft 

97 bis. rue de Colombes 

92400 Courbevoie 

France 

Phone 1-768-80-80 

Telex 615405 



OS-9 is a trademark o1 Microware and Motorola 



Atari ST is a trademark of Atari Corporation 



Unix is a trademark of AT&T. 



signed b\ Benoit Maumiel of 
Infogrammes in France, ihe game, says 
Alan "is one of the first truly advanced 
games to reach the U.S. from Europe.*' 
Test Drive is another new game. This 
one lets you drive one of five hot cars 
along a winding cliffside road. No 
banked test track this: you have a jag- 
ged rock face on one side and a sheer 
drop on the other. After watching Alan 
drive his Lamborghini along the road 
effortlessly. I tried taking a Lotus Tur- 
bo Esprit along the same route with 
predictably disastrous results. 

Navarone Industries 

Chuck Humphrey, the moving force 
behind Navarone. is a man with persis- 
tence—lots of it. Chuck's first product 
in the personal computer market was a 
cartridge expander for the TI 99/4. He 
introduced it just about the time TI de- 
cided to withdraw the machine from the 
market. So he decided to make a similar 
product for the Commodore 64. It was 
bad enough that two other companies 
had the same idea, but to make matters 
worse. Chuck decided to advertise his 
products with expensive four-color ads 
on the back cover of Alms . a magazine 
that had about as much credibility as 
Richard Nixon. Nevertheless, he sold 
more than 20.000 units. 

Now Navarone is in the ST market 
with four rather interesting products— 
a low-end video digitizer; an inexpen- 
sive but capable sound digitizer; a bat- 
tery powered clock calendar, which I 
find indispensable; and a flexible, pro- 
fessional image scanner, which is re- 
viewed elsewhere in this issue. 

By the way, sharing the suite of of- 
fices with Navarone is Tri-Media Cre- 
ative Services, the graphic arts firm that 
produces most of Atari's software pack- 
aging. Interestingly, all of the packages 
and instruction booklets are produced 
on an ST using Publishing Partner. 
Macintosh, move over. 

Strategic Simulations 

Eight years ago when I first met Joel 
Billings, he was sitting in a booth at the 
West Coast Computer Faire selling his 
first computer game. Computer Bis- 
marck, along with T-shirts reading. "I 
sank the Bismarck." I still have the T- 
shirt. and Joel has a multi-million dollar 
leading producer of computer strategy 
and war games. 

Although he has experimented with 
other kinds of games over the years. Joel 




Marty O'Oonohue. new vice president 
of marketing for Epyx. 

has wisely concentrated the efforts of 
his company on wargames. And if one 
game is successful, he follows up with 
another, and another. From one Civil 
War battle, for example, has come an 
entire series: Gettysburg, Chicka- 
niauga. Antietam. and now Shiloh. 

SSI has also chosen to stick with com- 
puters that other manufacturers have 
abandoned— most notably the Atari 8- 
bit scries. The company's two newest 
games for Atari 8-bits are Shiloh and 
Eternal Dagger. 

For those who think they have a pret- 
t\ good feel for politics, SSI has a con- 
test going (with $1988 in prizes) to pre- 
dict who will be the two presidential 
candidates in 1988 and how many elec- 
toral votes each one will get. If you need 
some help, you can run your own simu- 
lated election with SSI's new 1988 ver- 



sion of President Elect. 

Epyx 

Like all software games publishers. 
Epyx has had some ups and downs. 
However, unlike some other publishers, 
Epyx has installed some very sophisti- 
cated financial control systems. So 
while things were getting out of hand 
for several other manufacturers, Epyx 
was quietly making money and expand- 
ing. 

When I visited their new facilities in 
Redwood City, I noted makeshift signs 
on many doors and walls saying "4: The 
Magic Number" or "4: The Number 
Whose Time Has Come." Marty O'- 
Donohuc. vice president of marketing, 
explained that the signs referred to 
Epyx's first S4 million month. Not bad! 

Marty expects that 1 987 will turn out 
to be a banner year for Epyx: "Califor- 
nia Games is shaping up as a mega-hit. 
the Street Sports series is doing ex- 
tremely well, and our joystick seems to 
have taken the market by storm." 

Sub Battle is the first of a new gener- 
ation of more serious games aimed at a 
somewhat older player than Epyx's 
typical 10- to 18-year-old customer. 
Print Magic is a graphics and text post- 
er and card maker, and Create- A-Cal- 
endar does just what the title suggests. 

One unfortunate setback for Epyx 
came in court a few months ago when 
the company was ordered to withdraw 
its Karate game from the market, be- 
cause under the new "look and feel" 
doctrine, it too closely resembled a com- 
petitive game (which was out first). ■ 
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American Techna- Vision 



For Orders Only - 1-800-551-9995 
CA. Orders / Information 415-352-3787 



"Providing 8 Bit support with one of the Worlds 
largest inventories of Atari replacement parts" 

• No surcharge for VISA/MasterCard 

• Your card is not charged until we ship 



800 4 PIECE BOARD SET 

Includes Main Board, Power Supply 
Assembly, CPU Module and 10K 
Revision B Operating System Module 
All boards are new, tested and complete 
with all components. $/^Q5Q 
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1050 MECHANISM 

Factory fresh TANDON mechs. 
make difficult repairs a snap. Units 
are complete with Head. Stepper, 
Spindle motor etc. Just plug in. no 
difficult alignments or adjustments 
required. 
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PILOT PROGRAMMING 
LANGUAGE PACKAGE 

Includes PILOT cart, with •Turtle 
Graphics". Pilot Primer and Student 
Pilot manuals. PILOT is an excellent 
learning or teaching tool. 
Worts vmh aH Atari's $ O ~7 

except ST. C— I 



POWER PACKS 

Exact replacement transformer 
for 800/400. 1050. 810. 1200XL. 
850 and 1020 units. Replaces 
older "weaker" units. Atari part 

#C017945 $-|450 



400 3 PIECE BOARD SET 

Includes Main Board, Power Supply 
Assembly and CPU Module. All 
boards are new, tested and complete 
with all components. . - n 
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810 DISK DRIVE 

Standard 81O assembled on 
Aluminum base. No exterior case. 
Includes I/O Cable and Power 
Supply. Works with all 8 bit Atari's 
with more than 32K memory. 
SameunHin $0000 

ptasbc case $120.00 yy 



ATARIWRITER 
CARTRIDGE 

Popular cartridge version turns 
any 8 bit Atari into a powerful 
word processor. Written by 
Atari. Disk drive supported but 
not required. *.r\r\ 

For* Atari's except ST »>U 
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600XL 64K UPGRADE 

Easy to install internal 
modification allows you to hook 
up a disk drive and run all 
800XL software. Kit includes all 
parts and delated instructions. 
Soldering required to install 3 
jumpers. $ o H95 
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800 10K "B" O.S. Module 

Oder 800 units need the revision "B" 
Operating system to run newer 
software. Type the following peek in 
BASIC to see which revision you 
have. PRINT PEEK(58383). „ 

If the result is 56 order now' v? 



Atari 850 Interface Bare 
Printed Circuit Board 

With parts list, crystal . . . .» 7 50 
With all plug in IC's. 
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PADDLE CONTROLLERS 

(Par). Required lor numerous 8 bit 
programs and applications. Use 
these to add two changeable 
variables to your BASIC or 
machine language programs. 

$£50 



SERIAL I/O CABLE 

High quality 13 pin cable 
used to connect 8 bit Atari's 
to disk dnves. interfaces, etc. 



New low price 



$C95 



800/400 MODULES 

NEW PARTS COMPLETE WITH ICS 
800 Man Board 

950 • 800/400 CPU with GTIA 
• 800 10K "B" OS. fvfodute 
• 400 Main Board 
r- A ,-* u • 800 Power Supply Board 
1 • 400 Power Supply Board 

16K Ram Module $14.50 
INTEGRATED CIRCUITS 

• CPU CO14806 

• POKEY C012294 

it acr» ,p IA C014795 

9 A ->U . GTIA CO14805 

fc+ • ANTIC C012296 

1 • CPU CO10745 

F ATM " P 'A CO10750 

rzMon . cpu COM377 

• DELAY CO60472 

MORE IC'S 

CO60302 XL BASIC ROM . $13 50 

1050 OS. ROM $1350 

2793 1050 FDC $19.50 

CO10444 2600 TIA $450 

1771 810 FDC $10.00 

1050 5713 STEP DRIVER . $525 



REPAIR MANUALS 

SAMS Service Manuals for the 
following units contain 
schematics, parts lists, labelled 
photographs showing the 
location of checkpoints and 
more! A special section gives 
oscilloscope and logic probe 
readings allowing you to narrow 
the malfunction down to a 
specific chip or transistor! 
800, 800XL, 130XE, 400. and 

1050 $19.50 each. 

520ST Service Manual $37.50 

MISC. HARDWARE 

1050 Track Sensor . . . $6.50 
1050 Stepper Motor . . . $14.50 

1030 Power Pack $12.50 

Fastchip for 800/400 . $15.50 

Atari Joystick $7.00 

850 or PR Modem Cable $14.50 
850 or PR Printer Cable $12.50 

P:R: Connection $65.00 

Printer Interface $39 50 

1050 Happy Mod $139.50 

LOGO cat. only $20.00 

I/O 13 Pin PC mount . . . $4 50 

I/O 13 Pin Plug Kit $4.50 

ST 6" Drive Cable .... $14.00 
820 Printer Mechanics. . $14.50 

ATARI XM301 MODEM 

Direct connect 300 BAUD modem 
works with all 8 bit Atari's. No 
seperate interface required. $4455 



GORF SPACE GAME 

Well done cat. vers, of famous 
acade game. 800/400 only. $4.00 

COMPUTER BOOKS 

Inside Atari Basic $5.00 

Atari Basic Ref. manual. $5.00 
Mapping the Atari $18.50 

CARTRIDGE MAKING 

SUPPLIES 

16K Eprom Boad with case, uses 

two 2764's $5.95 

10 or more $4.95 ea 

16K Eprom Boad with case, uses 

one 27128 $6.95 

10 or more $5.95 ea. 

PROBURNER EPROM 
PROGRAMMER 
Eprom burner in a cartridge, 
works with 800/400 & XL/XE 
computers. Programs 2716, 
2732. 2732A. 2764. 27128. 2532 
♦ EEPROMS 2816A. 52Bi3. 

52B33 $145.00 

2764 EPROM $3.95 

BASIC CARTRIDGE 

Basic Rev. "A" Cat. works with 
all Atari Computers except ST. 
800XL Owners Note! Use this 
cartridge while programming to 
eliminate the severe errors in the 
built in "B" Basic $10.00 



ADDITIONAL SOFTWARE 

Pac-Man catndge $4.00 

Deluxe Invaders Cart. $4.00 
Journey to the Planets . $4.00 
Mner 2049er cart. . . $ 10 .00 

Q'bert cartridge $10.00 

Donkey Kong cart . . . $5 00 
Wizad of Wa cart . . $7.50 

Crossfire cart $5.00 

Had Hat Mack disk . . $10.00 
OBugchildwaedisk $10.00 
Word F Iyer childwae. $ 10.00 
Home filing manager . . $7.50 

Springer Cartridge $5 00 

OSS. Action $47.50 

OSS. Mac 65 $47.50 

OSS. Basic XE $47 50 

OS S.Basic XL $37.50 

SERVICE RATES 
Flat Service Rates below 
include Parts & Labor. 60 
Day Warranty 

800 Computer $39.50 

850 Interface $39.50 

810 Disk Drive . . . $69 50 
1050 Disk Drive . . . $75.00 

400 Computer $39.50 

800 Keyboard only. $25.00 

Include $7.00 return 
shipping and insurance 
Include $4.00 shipping for 
800 keyboard repair only. 



CALL TOLL FREE 
1-800-551-9995 

IN CALIF. OR OUTSIDE U.S. 
CALL 415-352-3787 



AMERICAN TECHNA-VISION 

(Formerly American T. V.) 

Mail Order: 15338 Inverness St., San Leandro, Ca. 94579 
Repair Center: 2098 Pike Ave., San Leandro, Ca. 94577 

Terms: NO MINIMUM ORDER. We accept money orders, personal checks or 
C.O.D.s. VISA. Master/Card okay. Credit cards restricted to orders over $20.00. 
No personal checks on C.O.D. - Shipping: $4.00 shipping and handling on orders 
under $150.00. Add $2.00 for COD. orders. In Canada total $6.00 for shipping and 
handling. Foreign shipping extra. Calif, residents include 7% sales tax. All items 
guaranteed 30 days from date of delivery. No refunds or exchanges. 

Pncet suCpct lo Changs wtou! notes SanO SASE la tae ptce tet Alan is a rag tadamark ol Alan Carp 
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□ NEW PRODUCTS 




Monochrome Digitizer for ST 

Digital Vision announces a mono- 
chrome-only version of iis Computer- 
eyes video digitizer for the Atari ST. 
The hardware/software package con- 
nects between the cartridge port of the 
computer and any standard video 



source (video camera. VCR, videodisc 
plaver. etc.). 

Under mouse-driven software con- 
trol, the video signal is scanned and im- 
ages captured into the graphics memory 
of the computer. Capture time is six 
seconds in low-res 16-intensity level 
mode. 1 2 seconds in medium-res 4-level 
mode. :i n<J 24 seconds in 640X400 hi-res 
mode. 

Once acquired, images can be adjust- 
ed or fine-tuned using the software to 
obtain the desired effect and saved in 
Degas, Degas Compressed, or SeoCh- 
rome compatible files. The mono- 
chrome package sells for SI 49.95. 

Digital Vision. Inc., 66 Eastern Ave., 
Dedham, MA 02026. (617) 329-5400. 



Recent releases 



of hardware and software 



for Atari 8-bit 



and ST computers 



New 
Products 



PRODUCTIVITY SOFTWARE 



ENTERTAINMENT SOFTWARE 




drafix 1 /Atari ST 



Foresight Resources has introduced 
draft. x } /Atari ST, a computer aided 
design and drafting program previously 
available only for IBM compatible 
computers. It offers comprehensive en- 
tity drawing and editing facilities, ad- 
vanced snap, grid and object snap draw- 
ing aids, multiple fonts, crosshatching. 
an automatic dimensioning system, and 
svmbol library management, drafix 1/ 
Atari ST rum on Atari 520 and 1040ST 
computers in either monochrome or col- 
or and is compatible with a wide variety 
of digitizers, printers, and plotters. 
S19.C 

Foresight Resources Corp., 932 Mas- 
sachusetts. Lawrence. KS 66044. (913) 
841-1121. 



Ace of Aces, an aerial combat simula- 
tor from Accolade, is now available for 
the Atari 800. The game offers four 
different air battles -- an air battle with 
Nazi bombers on their way to targets in 
the UK, an attempt to eliminate VI 
rockets in mid-flight before they reach 
British soil, a confrontation with U- 
boats, and a raid against enemy trains 
carrying supplies and POWs -each of 
which requires special weapons and bat- 
tle and navigation skills. $29.95. 

Accolade, Inc.. 2081 3 Stevens Creek 
Blvd.. Cupertino. C A 95014, (408) 446- 
5757. 

Artworx has released two new female 
data disks for its Atari ST Strip Poker 
program. Data Disk #4 features Dawn 
and Crystal, and Data Disk #5. Cyn- 
thia and Janice. $19.95 each. 

Artworx Software Company. 1844 
Penfield Rd.. Penfield. NY 14526. 
(800) 828-6573. (716) 385-6120. 

Three-Sixty has announced Dark 
Castle, for the Atari ST. Set in medi- 
eval times, the game features a hero 
who must fight his way through 14 dif- 
ferent rooms of increasing difficulty 
against plague-carrying rats, attacking 
bats, and a fire-breathing dragon. He 
must also escape the clutches of a tor- 
turer and the spells of a diabolical wiz- 
ard in his quest to find and slay the 
Black Knight. $39.95. 



Three-Sixty Incorporated, 2105 S. 
Bascom Ave.. Ste. 290. Campbell. CA 
95008.(408)879-9144. 

Firebird has released The Advanced 
OCP Art Studio for the Atari ST, a 
graphics program that provides 1 6 pens, 
8 random sprays, and 16 user-definable 
brushes coupled with three levels of 
magnification. In addition, windows 
can be inverted, cut and pasted, en- 
larged, reduced, squashed, stretched, 
flipped, and rotated. Text capabilities 
include a font editor and nine character 
sizes. $44.95. 

Tracker, also for the ST, is a game 
that gives the player simultaneous con- 
trol of eight Skimmer craft with the 
objective of wiping out marauding 
hordes of renegade Cycloids. Regard- 
less of how cunning the player's strategy 
m a\ be. the Cycloids will try to match it 
and remember the player's tactics, pre- 
venting him from using the same strate- 
g> successful^ a second time. $44.95. 

Knight Ore. a three-part illustrated 
adventure game from Firebird, casts 
the gamer as an oppressed Ore in a 
magical world. Humans have been per- 
secuting Ores for generations, and this 
game provides an opportunity for Ores 
to get even. $44.95. 

firebird Licensees. 71 North Frank- 
lin Tpk.. VValdvvick. NJ 07463. (201) 
444-5700. 
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□ new products 



UTILITIES 



MichTron announces ihe release of 
TuneVp, a floppy and hard disk opti- 
mizer for the Atari ST. The program 
rev. riles files on a hard disk to contigu- 
ous blocks and moves free space intoone 
section. TuneUp also offers utilities to 
check disk statistics (including the size 
of the disk and its fragmentation per- 
centage), list the contents of a disk, and 
run a consistent) check. $49.95. 

MichTron. Inc.. 576 S. Telegraph. 
Pontiac. Ml 48053. (313) 334-5700. 




■ Edit-8000 

Edil-8000 from Sa>ant Audio is a 
graphically oriented editor/librarian/ 
patch creator for the Atari ST and Korg 
DW/EX8000 scries synths. The pro- 
gram allows parameters to be adjusted 
by moving "faders" and "knobs" and 
pressing "buttons. '" All waveforms and 
parameters arc updated in real time. 

Features include a built-in mini-se- 
quencer, merge patches. MIDI thru, 
eight banks in memory, numeric edit/ 
printout, and save and load banks/ 
patches/keys. The package includes a 
bank/patch loading desk accessory and 
500 patches. $79.95. 

Savant Audio, 2140 Bellmore Ave., 
Bellmore.NY 11710.(517) 826-6336. 



SYSTEMS SOFTWARE 



MichTron announces the release of 
The GFA Basic Companion, a dedicat- 
ed RCS package designed to help users 
of GFA Basic create radio button boxes, 
dialog boxes, help text boxes, sliders, 
error boxes, and more. Interested users 
can download a demonstration of the 
product from the CompuServe Atari 16 
libraries or from the Genie MichTron 
roundtablc. or the) can send $5 to 
MichTron for a demo disk (specify col- 
or or monochrome). The complete 
Companion sells for $49.95. 

MichTron, Inc., 576 S. Telegraph. 
Pontiac. Ml 48053. (313) 334-5700. 

Mctacomco announces the New Pas- 
cal 2 Development System for the Alan 
ST. which replaces MMC Pascal v. 
1.35. The new package offers single- 
and double-precision floating point 
arithmetic, full 32-bit pointers, sequen- 
tial and random access files, dynamic 
strings, conditional compilation and 
separate compilation, bitwise integer 
operations. OTHERWISE in CASE State- 
ments, I/O error handling, and binary, 
decimal, octal and hexadecimal integer 
and character constants. Pascal 2 also 
includes full Gl \1 MS. VD1. GEM- 
DOS. BIOS, and XBIOS-libraries and 
many other features. $99.95. Upgrades 
are available to registered users for $62. 

Metaeomco, 26 Portland Sq.. Bristol. 
BS2 8RZ.UK. 44-272-428781. 

Memocom has introduced a universal 
cross-development kit for the Atari 520. 
1040. and Mega ST. The kit includes a 
table-driven cross assembler, source/ 
text editor, communications software, 
and Memulator II in-circuit LPROM 
emulator. The cross assembler includes 
tables and sample source programs for 
the following processors: 64180. 6502, 
Z80. 68HC11. 8085. 68000, 8086. 
8088, 8051, Z8. 6801/3. 8048. 6809, 
3870, 8096. 6805, 7000. SUPFR 8. 
68916. and 40C50. $575. 

Memocom, 1920 Arbor Creek Dr.. 
Carrolllon.TX 75010, (214) 446-9906. 





Replace Wrile-Protecl Tibs 

DisKcy is designed to eliminate the 
need for adhesive-backed write-proted 

tabs. The plastic key is inserted into the 
left side of a S%* disk drive opening 
above the floppy disk where it snaps into 
place, protecting the disk in the drive 
from accidental damage. 

The DisKev, which can be inserted at 
any time after the disk is in place, sells 
for $1.69 

CroRcsearch. P.O. Box 129. Lyons, 
CO 80540, (303) 823-5088. 




Computer Art Calendar 

The Digital Daydreams calendar fea- 
tures graphics created on several com- 
puters, including the Atari ST. Along 
w ith the graphics, the calendar includes 
information on the artists, computer 
irnia. and step-saving hints for the 
computcrist. Digital Daydreams retails 
for $10.95. 

Publishing Ink. 521 State St.. Glen- 
dale. CA 91203. (818) 500-7857. 
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LB. Drive provides the link 

between IBM PC XT AT and Atari ST computers. Just insert if*" 
diskette in either computer as drive B:. Read, write and format in 
either computer 

• I'lug in compatible w&b Vni \J 

• Biiiii-in pou er 

• jti track 360K capacity 

• 8ti track ~2<iK capacity (optinnali 

• ( umplete. ready t o run 

I269.95 



I.B. Computers 

1S19 S>X Marlow Ave 
Portland. OR 97225 I S v 
$03 297-8425 

\Xc jm iik i.Mnplru line "' Mart 
hinlwarc ml Mift»ire 

For further details ice JWB local Atari dealer or all 1 B ( aaiputas 

Desla inq»l rig Invited n< ' l*»IM odBcd 
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COMMU NICATE WITH U 



Atari Announces New Products at Comdex 



Using the theme "Connectivity, Solutions, and Tech- 
nology,'* Atari Corp. announced several new prod- 
ucts at Fall Comdex in November. 
New technology was represented by Abaq. a high-perfor- 
mance workstation based on a "Transputer" chip that is said 
to run ten times faster than a PC AT and five times faster than 
a 68020 with math co- processor. The Transputer, designed by 
tamos, .i l K. company, is a \er> last 32-bit RISC ( Reduced 
Instruction Set Chip) microprocessor capable of working in 
parallel with other Transputer chips. 

The Transputer workstation is also being designed in the 
Ik. b> Perihelion Ltd. Although Tom King of Perihelion 
wrote Amiga DOS for Commodore he has said that Helios, 
the operating system for the Transputer system, will be quite 
different Specifically, although it will have MS-DOS com- 
patible files, it will not be like MS-DOS or Unix. As to what 
Helios will be as Opposed to what it won't be. we'll just have to 
wait and see 

The Transputer-based workstation itself will have a high- 
performance graphics subsystem with 1024 X 76S pixel reso- 
lution and a palette of 4096 colors. Drawing will be hardware- 
assisted b> a custom blilter array, making genuine animation 
possible at very high resolution. Basically, the ST will become 
an input/output processor for the Transputer, leaving open 
the possibility that it will be available to 1040 and Mega ST 
owners as an upgrade. 

Mso on display at Comdex was a CD (compact disk ) player 
capable of both playing musical CD disks and reading CD- 
ROM data disks. The CD-ROM is supported b\ a Mega- and 
ST-compalible DMA interface and will retail "in early 1988 
for well under SI 000." 

Atari expanded its PC-compatible offerings with two new 
models— the PC/XT-compatible PC2 and the PC/AT-com- 
patiblc PC3. Both support EGA graphics and will be offered 
with a choice of 3 ; :" or 5%" floppy disk drives and with hard 
disk drives. In addition, the PC 2 and PC3 both boast expan- 
sion slots. 

Addressing the issue of "connectivity." Atari introduced a 
local area network (LAN) system that communicates at 1 
megabit per second using the IBM/Novell NETBIOS proto- 
col and at 250K bits per second over Appletalk. The network 
is called "Moses Promisel. \N" (no. we're not kidding). 

The Atari Mega computers presented a variety of business 
solutions. Desktop publishing was represented by the Atari 
M MS04 Laser Printer and by G.O. Graphics' Desk. set. a 
CompuGraphic-compatible program that will be marketed 
by Atari. Other solutions on display were word processing 
and CAD programs for the ST and Mega. ■ 
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Have you fallen into a rut? Are 
you limiting your marvelously 
capable, many faceted Atari to 
word processing? Or perhaps checking 
in with the guys on CompuServe or Ge- 
nie CB? Or maybe you use it just to play 
games (They really are educational. 
right?). 

Single-use computing is a waste. 1 1 is 
also one of the most difficult ruts to 
break out of. You tend to fall into a 
groove with a computer it does its 
thing, you do yours, and ii would seem, 
you would both rather fight than switch. 
Not so, of course, as far as your Atari 
is concerned. All sorts of untapped pos- 
sibilities lie unmastered beneath its in- 
nocent-looking keyboard. The problem 
is that it takes some effort and a genuine 
need on your part to become a multifac- 
eted-uscr after being a uni-user for 
months or even years. 

Make no mistake about it. it takes 
creative energy to make the change. 
Yet, to let the capabilities of your com- 
puter go unexplored is to squander the 
power of your Atari, taking advantage 
of only a fraction of its worth. Admit 
with me. then, that it's time to diversify . 
There are a few things to consider 
first, however. It bears repeating that 
the computer will not make you some- 
thing you arc not. It won't make you 
organized if you arc fundamentally a 
messy person, and it won't make you an 
accomplished musician if you are tone 
deaf. So don't embark on a fool's er- 
rand. 

Set yourself up to succeed. Choose 
something you already do (such as send- 
ing material to people through the mail) 
or really want to do and know you have a 
flair for (such as experimenting with 
graphics), or don't like to do but have to 
(pay bills, for example). 

Once you have zeroed in on what 
would make an obvious and orderly 
step into a new area of computer activi- 
ty, start preparing. Buy the appropriate 
software. (Go ahead, spend the money: 
it's a commitment to a good cause.) And 
begin to pay attention to the way you do 
the job manually, if your plan is to com- 
puterize a task you arc already doing. 
Observe, for example, the process 
you use to create your budget or calcu- 
late your tax liability: or how long you 
spend on correspondence; or when and 
how you play games or do projects with 
the kids. This type of observation will 
give you a blueprint to follow as you 
make the transition from pencil and pa- 
per to keyboard. 

Upgrading your skills (and making 
your investment in your Atari pay off 
even more handsomely than il already 




Homefront 

From uni-user to power-user: 



How to break the single-use computing habit 



By ROXANE FARMANFARMAI AN 



is) can be done in a thousand ways. Let's 
look at three: 

• Adding mail merge to your word 
processing abilities so you can send out 
mailings without re-typing all those 
names and addresses each time. 

• Publishing, either solo or with the 
kids. 

• Using telecommunications to ac- 
quire lots of information quickly and 
inexpensively. 

The buzzphrase in all cases: Make it 
easy, make it necessary, and make it 
fun. 

Word Processing Expansion 

To make mail merge worthwhile, you 
must have B need to send the same letter 
to a whole bunch of people. You must 
have a list, and the letter you send must 
be suitable for computer-generation. 
Most business, community, and school 
lists fulfill these criteria. Holiday card 
lists probably don't (most people want 
them to be more personal), though 
changc-of-addrcss lists arc ideal. 

Don't start with a list that is too long, 
and allow yourself plenty of time to ef- 
fect the conversion. If you use the same 
list again, il will turn out your corre- 



spondence in a jiffy and save you lots of 
time. The first time, however, you will 
have to type in all the data and learn the 
technique, so procrastination will only 
encourage you to revert to your old 
ways. 

First off. compose your letter on your 
word processor. Then to be sure you 
don't embarrass yourself by sending out 
multiple copies of a letter with spelling 
errors in it, use a spell checker (some 
word processing packages have them 
built in) and proofread carefully to 
make sure everything is as you want it. 

Whatever mail merge software you 
choose, you will have to match codes in 
your mailing list with codes you insert in 
the letter. And. much like an appliance 
that has so many bells and whittles that 
a part is bound to break, a complex mail 
merge program can make you wish for 
the comparatively pleasant drudgery of 
hand-typing letters and envelopes So 
keep it simple. 

If you can. arrange to have a comput- 
er literate friend or neighbor (or local 
high school hacker) sit down with you 
the first time through. Remember, this 
is supposed to be a pleasant transition to 
broader computer activity —not a test 
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of nerves or keyboard stamina. So, with 
your guru at your elbow, go ahead and 
insert the codes first into the letter and 
then into the list. 

(If you arc on your own. throw on 
some music, put a pillow on your chair, 
and crack open the manual. You will 
find that a relaxed atmosphere contrib- 
utes markedly to the ease with which 
you can decipher the instructions. In 
any case, rest assured, the actual job is 
easier done than explained.) 

Once you have inserted the codes, set 
your printer to whirring and try running 
out a letter or two. You may need to 
make some adjustments — an extra 
space here or there after each name in 
the list, or after the "Dear" in the letter, 
for example. But. all of a sudden, you 
will realize that you have crossed the 
threshold. Never again will you run off 
a series of identical letters one at at 
lime, making small changes in each — 
any more than you would go back to 



Berkeley. CA 94704, (415) 848-6666) 
that combines graphic and textual ca- 
pabilities in one software package. This 
type of all-in-one program will help you 
get the hang of publishing production 
without blocking your creativity or 
dampening the kids* enthusiasm. Not 
only are the instructions clear, but the 
programs can help you learn what size 
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Desktop publishing can be 

the source of newsletters and business cards involving 
sophisticated layouts, graphics, and lettering. 



pounding your typewriter after word 
processing on your Atari. 

Taking the Plunge into Publishing 

Desktop publishing adds graphics to 
,thc word processing equation, which 
makes it a great project to do with kids. 
At its simplest, computer publishing 
can generate notcpaper. letterhead sta- 
tionery, posters, and banners in quan- 
tity. At its most elaborate, it can be the 
source of newsletters and business cards 
involving sophisticated layouts, graph- 
ics, and lettering. 

Before you start, figure out exactly 
what you need to accomplish and why. 
The purpose is every bit as important as 
the commitment. Plan, for example, to 
help your child create a Valentine for 
each of his or her classmates. Or make 
posters and flyers for a tag sale. Or write 
a thank you note embellished with ap- 
propriate graphics for everyone who 
gave your family a present during the 
holidays. 

Start with a program such as Print 
Shop from Broderbund ( 1 7 Paul Dr.. 
San Rafael. CA 94903. (415) 479- 
1170) or Print Master from Unison 
World (2150 Shattuck Ave.. Sle. 902, 



type lo choose: how borders work: how 
graphics can fit in, around, and between 
words; and how to place your work on 
fanfold paper so your card, banner, or 
flyer looks the way you want it to. The 
supplemental graphics libraries that ac- 
company such software packages can 
extend your range of options and the life 
of your project almost indefinitely. 

Eventually, however, you will want to 
graduate to more complex page layout 
and higher quality graphics if you find 
that your interest and needs lie in this 
corner, lor ST owners, these capabili- 
ties can be found in such programs as 
Easy Draw from Migraph (720 S. 333. 
Stc 201, Federal Way. WA 98003, 
(206) 838-4677). Publishing Partner 
from SoftLogik Corp. (4129 Baum- 
gartner. St. Louis. MO 63129, (314) 
894-8608), and Fleet Street Publisher 
from Spectrum Holobvtc (2061 Chal- 
lenger Dr., Alameda. CA 94501. (415) 
522-3584). These programs offer best 
results when used in conjunction with a 
graphics program and. ideally, a laser 
printer. 

Before you set off on the road to desk- 
top publishing madness, set aside a 
large block of time for creating your 



first piece. If you allot plenty of time — 
maybe even several days — to the task of 
becoming familiar with the program 
and trying a variety of layouts, your 
investment will be richly rewarded — 
and you will stand a better chance of 
retaining your sanity. 

You will first compose your text on 
your word processor and store it on a 
data disk. Then you will want to create 
the graphic elements — charts, illustra- 
tions, filler art. and perhaps, a logo 
and store them on the same disk. Next, 
you will create page formats with col- 
umns, headlines, subheads, and even 
column runover, perhaps. F'inally, you 
will pour the text and graphics material 
from your data disk into the page layout 
you have set up. 

Depending on how good your format 
is, you will probably have to fiddle with 
the various elements, sizing them up 
and down, changing fonts, scrapping or 
adding art. and trying out new structur- 
al designs. In the end, all the elements 
should fit snugly together like a miracu- 
lous Chinese puzzle. 

Desktop publishing can turn into a 
\ery time-consuming activity, absorb- 
ing hours and hours of your life as you 
experiment and seek perfection. If you 
aren't generous with your time during 
the initial sitting (or series of sittings), 
you will become frustrated by the clum- 
siness of your creation and the seeming- 
ly impossible task of juggling all the 
pieces into a perfect geometric unh- 
and you will be tempted to abandon the 
project early on. 

Like golf, desktop publishing can 
seem difficult and overwhelming on 
first attempt, but it is hard to find a 
single person who is not smitten by its 
drama once he masters the basics. 

As with mail merge, the key here is 
Keep It Simple. Don't start out with 
plans lor anything too long or compli- 
cated. A single-page newsletter is a 
much better first project than a facsimi- 
le of The New York Times. 

If you have a laser printer, you can 
turn out typeset-quality documents. A 
laser can be a double-edged sword, how- 
ever. On the plus side, it enables you to 
create a polished piece of work that slips 
soundlessly from the printer. 

On the down side, it can be quite a 
challenge to figure out how a laser 
primer works with your software and 
how to tap into its typographic riches. 
Mastering laser printing will take some 
time, but the rewards will make it all 
worthwhile: glossily perfect output that 
you can change on a moment's notice, 
rather than having to wait days for gal- 
leys from your typesetter. 
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Tapping Telecommunications 

On-line CB is a source of entertain- 
ment for many devoted Atarians, but 
what about the rest of us who don't 
exactly get warm fuzzics from the key- 
board? Is serious telecommunication 
beyond our reach? Or is it much ado 
about nothing a lot of useless techno- 
hypel 

No. no, and no. There is more to tele- 
communicating than CB In fact, veter- 
an telecommunicalors will tell you that 
it is actually exhilarating to see those 
first lines appear on your screen, ema- 
nating from an unseen mainframe 
many miles away. 

Telecommunications connects you to 
other peopleand other organizations via 
computer link. If you have a computer 
at work and one at home, for example 
(and as long as each has a modem and 
telecommunications software, they 
don't even need to be the same type). 
you can call one up with the other and 
send messages or documents between 
them. That means you can work on the 
same project at home and at the office 
without lugging it back and forth in 
your briefcase or. worse, having to re- 
key changes and additions that you 
made at one place into the computer al 
the other. 

Another option: tapping into elec- 
tronic bulletin boards around the coun- 
try that provide a range of information 
and activities from the latest baseball 
slats to group novel writing or program- 
ming projects 

Third, you can join an information 
service such as CompuServe or Genie. 
Depending on w hich service you choose, 
you can send messages to remote mail- 
boxes, join special interest groups 
(SIGs) such as the Work-at-Homc SIG 
on CompuServe, purchase travel tickets 
or merchandise, check on the perfor- 
mance of your investments, and many 
more things you never dreamed possi- 
ble. To become a member, you pay a 
yearly membership fee and a sliding 
hourly usage rate depending on what 
time of day you log on —plus applicable 
telephone charges. 

Finally, there are on-line university 
networks that offer courses and even 
degree programs at both the bachelor's 
and master's level. 

As you determine where your great- 
est need — and interest — in telecom- 
munications lie, ask friends and col- 
leagues how they use it. That wa> you 
can gauge whether your expectations 
arc realistic. Telecommunications can 
be deceiving; although it is very effec- 
tive in some ways (and lots of fun to 
use), the new user's view of it often 



differs substantially from what it really 
delivers. 

Once you have focused on how you 
are going to use it. make sure you obtain 
a serviceable modem and telecommuni- 
cations software (often they come pack- 
aged together, but not always). Choose 
the simplest, easicst-to-use program 
vou can find. Flash from Antic (544 




it. and taking on the project for the first 
time unaided can lead to frustration. At 
the very least, it will involve checking 
parity, duplex, and baud rate — all rath- 
er foreign ideas at first. Yet. once you 
and your computer hit your stride, tele- 
communicating will be one of the best, 
most evhilarating experiences you will 
ever have together. 

For more information and phone 
numbers of bulletin boards around the 
nation, pick up a copy of the Computer 
Phone Book. To join one of the on-line 
networks, call the following for more 
information: 

•CompuServe, the largest general 
interest network. (800) 848-8990. 

• Connected Education, an on-line 
university network affiliated with the 
New School in New York City. (212) 
549-6509. 

• Dialog Information Services, a re- 
sea reh resource good for small business- 
es. (800) 3-DIALOG. 



Veteran telecommunicators ** ten you that a is 

actually exhilarating to see those first lines appear on your screen, 
emanating from an unseen mainframe many miles away. 



Second St.. San franusco. CA 94107. 
(415)957-0886) is one of several good 
ones for the ST. The most popular tele- 
communications program for 8-bit 
Atari computers is Express, a public 
domain program that can be download- 
ed from CompuServe. A version of Ex- 
press designed especially for Atari's 
SX212 modem is currently being devel- 
oped for distribution by Atari Corp. 

When starting out. lasso your mentor 
once again as a safety net. If you can't 
find a helpful hacker (don't forget to 
look in your local user group for one), 
pick up a step-by-step telecommunica- 
tions primer for bug busting and prob- 
lem solving. And be sure that the store 
from which you buy modem, software, 
or both has a knowledgeable person on 
staff to answer questions when you get 
stuck. That way at least you'll have a 
calm voice at the other end of the phone 
when you reach the breaking point and 
are ready to put the Atari experience 
forever behind you and head for Peru. 

This talk of preparation is not de- 
signed to be off-putting. But getting 
started in telecommunications is serious 
business, like learning to ride a bicycle. 
It takes some practice to get the hang of 



• Dow Jones News Retrieval, a fi- 
nancial network. (800) 345-8500. 

•Genie, a new general interest ser- 
vice particularly popular with Atari 
owners. (800) 638-9636. 

• MCI Mail, an electronic mail net- 
work. (202) S72- 1600. 

• Delphi, another general interest 
network. (800) 544-4005. 

• The Source, likewise, a general in- 
terest network. (800) 336-3366. 

Get a feel for each of the networks 
when you receive the information, and 
choose the one that fits your needs best. 
Want to trade stocks on-line, for exam- 
ple? Read all about CompuServe's and 
Dow Jones's brokerage services, then 
consider them against the backdrop of 
the other services each offers. Most of 
the networks have a trial offer that al- 
lows you to check them out before fork- 
ing over the year's membership fees. 
Try a few •; then go for it! 

In fact, going for it is the moral of this 
whole story. Define your needs so that 
you know your lime will be well spent. 
Figure out what your Atari can do for 
you in exchange for only a little more 
effort on your part, and bingo! More 
and happier computing. ■ 
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Figure 1 . The Tax Summary shows key items, so you can 
immediately see the effect of any specific item. 



Bottom line 



Double Eagle Soft ware releases The Tax Advantage, a 

comprehensive tax planning and preparation package for all Ataris 

The Tax Advantage is a lax plan- 
ning and preparation package 
for your personal federal income 
tax. Ii follows the federal tax forms line 
for line, but all calculations are done for 
you and data is passed automatically 
between the forms. It computes your tax 
liability continuousl> as each new entr\ 
is made, so you can sec how each item 
affects your overall tax picture. 

You can itemize any line that needs 
more than one entry -wages or charita- 
ble deductions, for example— and print 
out all supporting statements as well as 
the tax forms themselves to submit to 
the IRS. All Tax Advantage printouts 
have IRS approval. 

The 1987 edition of The Tax Advan- 
tage— d\'a'\\ab\c in mid-December 
1987— is completely up-to-date, in- 
cluding all the new Tax Reform 
changes and forms. For example, it in- 
cludes all the new limitations on medi- 
cal expenses, personal interest, enter- 
tainment expenses, miscellaneous 
deductions, and rental losses. It also in- 
cludes the changes on passive and non- 
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The Tax Advantage 



System: Atari ST and 8-bit 

Price: $59 95 

Summary: Federal income tax 

preparation and planning package: 

comprehensive and easy to use. 
Manufacturer: 

Double Eagle Software 

2210 WilshireBlvd 

Suite 875 

Santa Monica. CA 90403 

(800) 443-0100 x315 (orders) 

(213)459-9748 



passive activities on Schedule E. the al- 
ternative tax calculation on Schedule D. 
and the meal and entertainment ex- 
penses on Schedule C. 

The Tax Advantage handles the 12 
most used schedules and forms, specifi- 
cally Form 1040. Schedules A-h and 
SI. and Forms 2106 (Employee Busi- 
ness Expense for three separate busi- 
nesses). 2441 (Child and Dependent 
Care). 4562 (Depreciation and Amorti- 
zation), and 6251 (Alternative Mini- 
mum Tax). 

The Tax Advantage is not a new pro- 
gram: in fact it has been a best seller in 
the IBM PC and Apple markets for five 
years. What is new is its availability lor 
Atari ST and 8-bit computers and the 
fact that it is now published only by 
Double Eagle Software. Inc. (it was 
previously licensed to another publish- 
er). 

Using The Tax Advantage 

The Tax Advantage is not copy pro- 
tected and can cither be booted from the 
furnished floppy disk or loaded onto a 
hard disk. It has not just been ported 
over to the Atari machines from the 
IBM PC version: rather each individual 
version has been written to take advan- 
tage of the specific hardware and recog- 
nize its limitations. 

The ST version, for example, features 
pull-down menus and mouse control, 
while the S-bit version is adjusted to a 
40-column screen I ach version has its 
own manual, although the versions for 
ke\ board-oriented computers (Atari S- 
bit. IBM PC. Apple II, and C64) arc 
similar enough to be combined into one 
manual. To print out IRS forms with 8- 
bit computers, you will need an 80-col- 
umn printer, but the program is still 
usable— and useful— without one 

The program and manual arc very 
clear and lake you step by step through 
preparing your forms. Typically, you 
would start by filling out your taxpayer 
information (name, social security 
number), filing status, and exemptions, 
and then jump into Form 1040. 

Naturally, much of the information 
can not be entered into Form 1040 (de- 
ductions, capital gains, etc.) immedi- 
ately, but you may wish to enter ball- 
park numbers from your 1986 tax 
return just to give you an idea where you 
stand. Any information entered later on 
the supplemental schedules and forms 
will automatically override and replace 
your earlier estimates 

As you enter data, you can jump to 
the Tax Summary item on the Options 
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The 1987 editiOll Of The Tax Advantage is completely 
up-to-date, including all the new Tax Reform changes and forms. 



Menu at any time. This summary (Fig- 
ure I ) shows key items, such as total 
income, adjustments, taxable income, 
credits, payments, and your refund or 
amount owed, so you immediately see 
the effect of any specific item. This fea- 
ture, unfortunately, is available only in 
the ST version: 8-bit users must bring 
up Form 1040 to see the effect of new 
items. My onl> criticism of this feature 
(on the ST) is that I would like to have 
the Tax Summary stay on the screen 
while items are changed, rather than 
having to open and close the window to 
see the effect of each change. 

Itemized Entries 

On any line on which you want to 
make more than one entry, you may 
itemize. Itemizing allows you to list en- 
tries separately, rather than as a lump 
sum. An itemized total automatically 
overrides previous entries on a line. 

A separate 50-itcm file is opened for 
each entry that you itemize, so it is im- 
portant to avoid itemizations with only 
two or three entries or you will soon use 
up the space on your disk (hard disk 
OW ncrs need not worry about this). An I 
appears next to each itemized entry to 
remind you that the detail for that entry 
is contained in a separate file. 

Entries for each schedule and form 
are made in the same way — that is. by 
entering a figure and moving from item 
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to item with the mouse or arrow keys 
(ST) or the U and D keys (8-bit). 

Tax Advantage automatically read- 
justs your totals and computes your new 
tax after every entry. It selects the cor- 
rect tax computation method (Tax Ta- 
ble. Tax Rate Schedule), but it will not 
compute Alternative Minimum Tax un- 
less you tell it to do so. 

When you have entered all the data 
and arc satisfied that all is correct. The 
Tax Advantage will print either draft 
forms or actual IRS-approved tax 
forms. You don't have to feed actual 
IRS forms into your printer: the pro- 
gram will produce each form in a for- 
mat acceptable to the IRS. 

Tax Planning 

The tax planning function of the pro- 
gram allows you the option of temporar- 
ily changing numbers to see what the 
tax consequences are. In the ST version, 
this is done from the Option menu, 
while in the 8-bit version it is done by 
pressing Control-X (for several 
changes) or 0( for a single override): in 
cither case, you can then enter your 
changes and examine the effect. 

The documentation for The Tax Ad- 
vantage clearly has benefitted from five 
years of use, feedback, and revision. It is 
outstanding. The manual is well-orga- 
ni/ed, clearly written, and nicely type- 
set, and has lots of examples and a good 
index. 

Naturally a package like this can't 
offer all of the nearly 100 tax forms 
available for individuals. For example, 
it was missing five forms that I have 
needed in the past — specifically. Sched- 
ule G (Income Averaging). Form 2210 
i L ndcrpayment of Estimated Tax), 
Form 4797 (Sale of Business Property), 
Form 4952 (Investment Interest Ex- 
pense Deduction), and Form 6252 (In- 
stallment Sale Income). Of these, I 
would certainly like to sec Income Aver- 
aging in future releases of the product. 
Nevertheless, The Tax Advantage 
will undoubtedly satisfy the majority of 
individual taxpayers. If you have gradu- 
ated from the short form. The Tax Ad- 
vantage will almost certainh offer sav- 
ngs in time, effort, frustration, and 
money on vour 1 987 income taxes. ■ 




DESKTOP 



VIDEO 
IS HERE! 



Its the Cyber System from Antic Software; 
desktop video for your Atari ST. And desk- 
top video is hot! 

What's hotter than desktop publishing? 
Video. That's what. Television. 

Our new Cyber System gives engineers 
the power to visualize complex multi- 
dimensional structures, professional artists 
the ability to conceptualize still or animated 
layouts, or home hobbyists the tools to create 
the next MTV hit. The Cyber family of prod- 
ucts will transform your visions into visuals. 



What Is The Cyber System? 

• CYBER STUDIO: 3D solid modeling and 
rendering system. $89.95 (ST0236) 

• CYBER CONTROL: Motion-control script- 
ing language. $59.95 (ST0250) 

• CYBER PAINT: Combination flat eel and 
three-dimensional animation/rotoscoping 
system. $69.95 (ST0251) 

• 3D DESIGN DISKS: 3D clip art. We pro- 
vide the art, you provide the creativity. 
$29.95 each 

. SPECTRUM 512: An incredible 512-color 
paint program; the new standard. $69.95 
(ST0249) 

• SONY 8mm VCR Interface: Edit and assem- 
ble 2-hour digital videotapes under auto- 
matic software control. 



Order now. Call our toll-free number: 
800-234-7001. 

Please send me your color, illustrated cata- 
log of Atari ST products. 



Name: 



Address: 
City: 



State: 



Zip: 

Send to: 

Antic Software 

544 Second St. 

San Francisco. CA 94107 

Antic Publishing. Inc- 

An Information Technology Company 
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PROGRAMMING! 



DBasic 



A drag racing Basic for the ST 



DBasic 



System: Atari ST 

Price: $39.95 

Summary: Blindingly fast Basic. 

Bypasses GEM. TOS. windows, 

and mouse. 
Manufacturer: 

DTack Grounded, Inc. 

1570 PachecoB-7 

Santa Fe. NM 87504 




No, the D in DBasic does not 
stand for drag racing, but it 
might as well. Not only is DBa- 
sic one of the fastest Basics available for 
the Atari ST. but it handily beats nearly 
every other micro- and mini-computer 
Basic on the market. 

What the D does stand for is the 
name of the company that makes the 
product. DTack Grounded, which in 
turn refers to the fact that the 68000 
microprocessor runs at its maximum 
speed when a certain pin. called DTack, 
is grounded. 

Whit is DBasic? 

Unlike so many other Basics. DBasic 
is not just another rehash or variation on 
Microsoft Basic, nor does it follow the 
popular approach of gaining speed by 
compiling source code written using a 
word processor or some other interpret- 
ed Basic. No, DBasic is different from 
the top down. 

First of all. DBasic is a self-contained 
programming environment which in- 
cludes the language itself, the operating 
system, and the BIOS (basic input/out- 
put system). Thus, it docs not operate 
under TOS or GEM; nor does it use 
windows or the mouse, standard for- 
matted disks, or built-in functions or 
reference libraries. 

DBasic is written entirely in 68000 
assembly language and thus is both 
faster and more memory -efficient than 
most other versions o\' Basic. The onl> 
faster Basic for the ST is LDW Com- 
piled Basic. DBasic is faster than both 
GFA interpreted and compiled Basic, 



Fast Basic. ST Basic (by a reported 
average factor of 20 times). Philon Ba- 
sic, and Softworks Basic. 

DBasic is what is known as an incre- 
mental compiler. What this means is 
that you can interact with DBasic just 
as you would with a Basic interpreter 
(such as Microsoft Basic or Atari 8-bit 
Basic). As you enter lines of code, DBa- 
sic checks syntax and immediately re- 
ports problems. When you run bits of 
code for testing, DBasic furnishes error 
messages — in English even. But be- 
cause DBasic compiles each line of code 
as it is entered, you get all the speed of a 
compiler. 

In vogue today are versions of Basic 
that do not require line numbers. DBa- 
sic is not in vogue. It requires line num- 
bers, and. consequently, permits multi- 
ple statements on each line. Microsoft 
Basic programmers will feel right at 
home. 

Unlike virtually any other Basic in 
the world. DBasic has no reserved 
words. If you want to name a variable 
LOAD or PRINT, DBasic won't com- 
plain. Actually, using load or print 
would be a bit foolish, but I have often 
gotten in trouble using seemingly sensi- 
ble names likeSEND. MINT, and TON for 
variables, because they contain reserved 
words. 

The reason DBasic has no reserved 
words is that it looks at the position of a 
word in a statement to determine its 
meaning. Thus, all commands and func- 
tions must be separated by spaces and 
typed in upper-case. Other than that, 
anything goes 

Another reason DBasic is so fast, and 
something of which you must be aware 
when programming, is that it uses two 
distinct types of numeric data, integer 
and floating point. In DBasic. variables 
must be one or the other and cannot be 
used in mixed calculations unless one 
tvpe is specifically changed, using a 
function, to match the other. 

As w ith other Basics, string elements 
are also included as a data type. Strings 
are consistent with Microsoft conven- 
tion, i c. a string dimension refers to the 
number of strings in an array, not the 
number of characters in the string as it 
does in Atari 8-bit Basic. A string can 
be up to 255 b> tes in length. 

Unlike other Basics. DBasic allows 
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>ou to PEEK at or POKE into memory 
almost anything bytes, words, strings, 
or entire arrays. This leads to some 
amazing possibilities— particularly in 
graphics animation and file handling. 

One other area in which DBasic dif- 
fers I'rom its competitors is in disk in- 
put/output. DBasic formats disks into 
staggered sectors for faster reading and 
writing (about 1.85 times the transfer 
rate of standard TOS) and. as a byprod- 
uct, stores about 10% more data on a 
disk than TOS. 

How Is DBasic To Use? 

Given all the differences between 
DBasic and most other versions, using it 
is surprisingly easy. As a long-lime Mi- 
crosoft Basic programmer. I had no 
trouble putting spaces around com- 
mands or typing them in upper-case. 

The biggest problem I had at first was 
remembering the silly minor differ- 
ences, such as using a semicolon to ab- 
breviate RF.M instead of an apostrophe. 
I also had trouble remembering which 
variables were integer and which were 
floating point and frequently forgot the 
I 1\ and FLT (float) functions. But per- 
haps worst of all was remembering to 
use brackets to enclose variable dimen- 
sions and parentheses to enclose func- 
tion arguments. 

DBasic is also very picky about how 
you exit a FOR loop. In Microsoft Basic, 
you can exit prematurely and continue 
with the program. While DBasic will let 
you do that a few times, pretty soon the 
FOR loop slack counter overflows and 
you get the cryptic error message. "Too 
mans FOR-NE XT loops about Line 190." 
Well, it doesn't really mean too many 
FOR-NEXT loops; it just means the FOR- 
\i XT stack has spilled over. 

The manual suggests a method for 
gracefully exiting, but I found that the 
crude approach of simply setting the 
index variable to the highest value in the 
loop upon exiting worked just fine. 

One interesting command I found 
myself using quite frequently was COL- 
LECT* What this docs is clear and recon- 
struct the symbol tables by recompiling 
the entire program; in other words it 
collects the garbage left over after a 
long editing session, reclaims the mem- 
ory space, and starts over. 

One major criticism I have of DBasic 
is that it does ncrt support hard disk files 
While it is much faster than other pro- 
grams in its floppy disk I/O. ! just plain 



Unlike 

so many other Basics, DBasic 
is not just another rehash or 
variation on Microsoft Basic. 



don't use floppy disks more than once — 
to load the program onto my hard drive. 
Another hardware feature not support- 
ed by DBasic is sound— not so much as 
a BEEP. I was also disappointed that 
DBasic does not have PRINT USING or 
an) substitute method of producing 
pretty formatted output. 

Documentation 

The 28 1 -page manual is a mixed bag. 
The 184-page reference section, which 
explains each command and function, is 
just fine and contains lots of examples. 



notes, and cautions for virtually every 
statement. 

However, the first 96 pages ramble 
about, mixing tutorial material (excel- 
lent), sales pitches for DBasic (not 
needed), excruciating detail about ta- 
bles and arrays (aaarrrrggh). and occa- 
sional core dumps of author Hal Har- 
denbergh's philosophy (sigh). There is 
no index, and the table of contents is not 
an adequate substitute. 

Is DBasic For You? 

You will like DBasic if you want 
blinding speed, if you like Microsoft Ba- 
sic, if you are willing to experiment, and 
if you are an independent thinker. You 
will not like DBasic if you need to ma- 
nipulate files on hard disk, if you like 
windows and mice, if you want easily 
formatted output, if you need hand- 
holding and support, or if you like un- 
numbered Pascal-type program struc- 
ture. As for me. I like it. ■ 



An Unusual Marketing Strategy That Didn t Work 



When the folks at DTack Ground- 
ed finally finished up their new Ba- 
sic, they realized they had quite a 
problem. ST Basic was being given 
away with the computer. Never 
mind that it was slow and cumber- 
some, it was free. GFA Basic was 
much better and. although not free, 
had been out for a while and was well 
on its way to becoming a second ST 
standard. In addition. LDW had a 
pretty good Basic on the market 
which, in its compiled version, was 
actually faster than DBasic. 

Faced with the prospect of becom- 
ing just another me- too product in an 
already crowded market. Hal Har- 
denbergh of DTack Grounded decid- 
ed on a most unusual strategy. He 
would give away the software and 
charge for the manual. So every user 
group in the country was sent a mas- 
ter disk. 64 disk labels, and 10 man- 
uals. The cover letter suggested that 
the user group distribute DBasic as 
widely as possible. 

Hardcnbergh believed that people 
would prefer the new Basic and 
would be happy to lay out 40 
bucks— about half of what the other 
Basics on the market cost for a 
manual. Unfortunately, he failed to 



reckon with four factors. 

First, so much Atari ST software 
comes with poor documentation that 
the people w ho received DBasic were 
reluctant to lay out S40 for a manual 
of perhaps dubious quality. Second, 
many ST owners were just plain too 
cheap to buy the manual and were 
willing to struggle along without 
documentation or borrow a copy 
from a friend. (Those ten copies to 
each user group went a long way.) 

Third, only about 15% of all ST 
ow ncrs belong to a user group, so the 
stratcg> missed 85% of the potential 
market. And fourth, dealers had no 
incentive to stock and sell DBasic 

Hence, after the initial barrage of 
publicity, without advertising or re- 
tail presence, DBasic would be over- 
looked by new SI owners who would 
end up buying one of the Basics 
stocked in the store from which they 
purchased the computer 

So, a piece of advice to Hal: shrink 
wrap some disks and manuals and 
start shipping them out to dealers. 
Do some advertising and sell some 
copies through the mail. Then may- 
be DBasic will perform as well in the 
market as it does on the ST. ■ 
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This issue, we take a look at two 
products for the Atari musi- 
cian—one for 800 XL/XE users 
and one for ST users. 

Guitar Wizard 

The computer revolution that has 
radically changed the life of the key- 
board musician has. for the most part, 
left the guitar players of the world un- 
touched. Baudville has improved this 
situation by introducing Guitar Wiz- 
ard, and while it won't play your guitar 
for you. the program will help expand 
your musical horizons and stimulate 
your creativity. 

Why Learn Scales and Chords? 

Melodv and harmonv. the basic ma- 
terials of music, are derived from scales 
and chords. Two notes of different pitch 
(or frequency) are said to be separated 
by an interval. A scale is a fixed pattern 
of intervals played sequentially in time 
and a chord is a subset of those intervals 
played simultaneously. 

The most common chord in music is 
the major chord, which is made up of 
the first, third, and fifth notes of a major 
scale played together. The first lone of 
the chord is also referred to as the root 
of the chord. By combining intervals in 
man) different patterns, a great variety 
of scales and chords have been invented. 
Given enough skill, it is possible to lake 
these simple materials and make every- 
thing from songs to symphonies. 

Guitar Wizard is a learning tool that 
will broaden your musical vocabulary 
by presenting a wide variety of chords 
and scales in easily understood fret- 
board representation. Even the begin- 
ning guitarist w ho can't read music will 
have no trouble interpreting the infor- 
mation this program makes available to 
him. 

Scales and chords may be shown ac- 
cording to the fingers placed on the 
strings to play the notes; by interval 
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By STUART DUDLEY DIMONO III 



markers showing which string plays the 
root, the third, the fifth, and upwards 
for more complex chords: or by the 
notes of the chord shown on the strings 
This copy-protected program boots 
to show the menu that allows you to 
select Chord Wizard, Scale Wizard. 
Frctboard Wizard, or Improvisation 
Wizard. All commands arc made by 
menu selections using the arrow and 
Return keys of your Atari, or with the 
joystick and fire button. A print com- 
mand makes it possible to print your 
favorite scales and chords for use when 
practicing. 

Chord Wizard 

Chord Wizard is your basic guitar 
instructor, presenting 32 chords on the 
guitar in standard tuning. This may not 



seem like a lot. but consider, you can 
display these chords for each of 1 2 pos- 
sible roots, in many positions on the 
neck, up to the 15th fret. Multiply these 
possibilities by the fact that you can 
display them notated according to fin- 
gering, intervals, or notes. This program 
puts more chords at your fingertips than 
most professional players ever use. 

Start by learning the major and mi- 
nor chords on all possible roots in the 
lowest position on the guitar. When you 
have mastered those, learn them in 
higher positions up the neck. The more 
complicated chords are the flavoring 
you will add later, as you become more 
sophisticated. This section of the pro- 
gram is also of use in arranging for gui- 
tar. You can work your wa\ through the 
chords of a song, looking for the posi- 
tions that will leave the notes of the 
melody on the top strings so they can be 
heard. 

Scale Wizard 

Scale Wizard presents 19 scales in a 
manner similar to Chord Wizard. 
Whether your taste is rock, country. 
jazz, or classical, you will find a scale to 
spice up yotir musical life. The selection 
includes not only the familiar major and 
minor scales, but also blues scales, pen- 
tatonic scales, and modal scales. 

Learning these scales gives you a 
starting point for creating melodies 
with new and different flavors. Practic- 
ing a different scale pattern each day in 
all the possible keys, will give you neces- 
sarv musical exercise, while cutting 
down on the boredom inherent in just 
playing major and minor scales. 

Fretboard Wizard 

1 rctboard Wizard allows you to ex- 
plore the world of altered tunings. 
Changing the tuning of the guitar opens 
new vistas by making it easier to play 
exotic scales and chords. Select a scale 
or chord, then change the tuning of the 
strings and watch how the fingerings 
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Improvisation is now a lost art among classical 

musicians, but still an essential skill for jazz and rock players. 
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Guitar Wizard 



System: Atari 800 XL/XE 

Price: $29 95 

Summary: Ideal for beginning and 

intermediate guitar players and for 

non-players who wish to arrange for 

guitar. 
Manufacturer: 

Baudville. Inc 

1001 Medical Park Dr. S.E. 

Grand Rapids. Ml 49506 

(616)957-3036 



change. This can make a difficult song 
easier to play and encourage you to use 
melodic patterns you have never tried 
before. 

Improvisation Wizard 

In the days of Mozart and Beethoven. 
Bit) adequately trained musician was 
prepared to improvise. This is now a lost 
art among classical musicians, but still 
an essential skill for jazz and rock play- 
ers. Improvisation Wizard will encour- 
age you to explore the musical universe. 

You select a root note and a chord, 
and you are given a list of scales to use in 
improvising in relation to the chord. Ev- 
ery day, pick a new chord on a different 
root and spend some time improvising 
with the suggested scales. You may not 
be the next George Benson or Eddie 
Van Halen, but you w ill certainly have a 
lot of fun. 

The documentation for this program 
is short but clear. The basic musical 



concepts needed to use the program are 
presented as a Primer on Fretboard 
Harmony in the program instructions. 
Guitar Wizard is not a substitute for 
having a teacher but a resource from 
which you can draw on a large body of 
musical knowledge. 

The real value of this program lies in 
practicing with it regularly to develop 
your ear and help you judge the musical 
worth of the results you produce. If you 
are serious about music, this program is 
well worth the price, and even if you 
aren't it is a lot of fun. 

Dr.T's MIDI Recording Studio 



TM 



Thanks to Jack Tramiel's clever deci- 
sion to include a VI I Dl port on all Atari 
ST computers, we musicians arc the 
beneficiaries of a flood of powerful mu- 
sic software. Dr. T's MIDI Recording 
Studio is an example of the versatile 
tools being created to make our musical 
lives easier. It is a member of a complete 
line of software created by musicians 
for musicians. 

MIDI Recording Studio is an eight- 
track sequencer program, the operation 
of which is similar to that of an eight- 
track tape recorder. When setting up 
your system to use the program, care- 
fully follow the instructions for making 
connections between your synthesizer 
and \ our ST. The MIDI ports arc opti- 
cally coupled, and you are unlikely to 
hurt device, but there are so many indi- 
vidual peculiarities among pieces of 
MIDI equipment that you can become 
very frustrated if your hook-up is 
wrong. 

The Play/Record Screen 

This cop) -protected program boots 
to display a title screen, then switches to 
the Play/ Record control screen. The 
top of the screen contains eight sec- 
tions—corresponding to the eight re- 
cording tracks- labeled with track, 
name, and status. The program boots 
want to attend to several things before 
you start recording. 

In the lower left-hand corner a label 
says: CLOCK: 1 20 BEATS/M1N- 
LTE. This is a fine tempo for a dance 



XM301 



MODEM SPECIAL 



$49.95 



FREE SIGN-UP FOR GENIE 



FREE SOFTWARE: 

10 30 EXPRESS (version 2. 1) 

FEATURES 

■ Compatible with ATARI XE™ and XL™ 
Personal Computer Systems 
(except 1200XL™). 

■ 300 baud, direct connect. 

■ Full or half duplex. 

■ Automatic dialing. 

■ Automatic answering. 

■ LED carrier indicator. 

■ Audio via monitor or television 
speaker. 

■ Includes XE TERM™ communications 
program on disk: 

• Supports standard ASCII and 
ATASCII character modes. 

• Selectable auto-answer and duplex 
modes. 

• Autodial and auto log-on support. 

• Three file transfer protocols. 

• 130XE™ Computer RAM disk 
support. 

• Upload/download capability. 

■ No power supply needed. 

■ interface cable included. 

TECHNICAL DATA 

■ Standard ATARI 8-blt interface. 

■ FCC part 68-approved line interface. 

■ Touch tone (DTMF) or rotary (pulse) 
dialing method. 

■ Modular telephone jack USCO RJ11C 

■ Dimensions: 1.5" high x 2.75" wide 
x 5.25" deep. 

REQUIREMENTS 

■ ATARI XE, XL or 800™ Personal 
Computer Systems with 48K RAM. 

■ Television or composite monitor. 

■ ATARI Disk Drive. 

■ Telephone line. 

To order, send check, money order, 
or VISA/MasterCard number (including 
expiration date) to: 

Atari Bonanza, Dept. A6 
P.O. Box 61657 
Sunnyvale, CA 94088 

Shipping and handling add $2 50 



. 



No COO's. please. 

California residents, add 7% sales tax. 
Outside USA. add S10 for shipping. 
Please allow 6 to 8 weeks for delivery . 
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Dr. T's MIDI Recording Studio 

track but too fast for a love song. Set I he 
tempo appropriately for your music, us- 
ing the arrows to the right of the label. 
The program outputs a metronome 
beep on each beat as you start record- 
ing, but if you arc like me, you will 
probably want to use the Count In fea- 
ture on the Set Options menu to set up a 
number of beats to be played before you 
Start to record. 

The only characteristics of the pro- 
gram I found bothersome pertain to the 
recording function. I have spent a lot of 
time in the recording studio, most of 
which has been spent in preparation or 
in monitoring already recorded materi- 
al. It seems undesirable to me thai the 



MIDI Recording Studio 



System: Atari ST and MIDI equipped 

Synthesizer 
Price: $39 
Summary: A good entry-level sequencer 

with enough power and features for 

serious music making. 
Manufacturer: 

Dr. T's Music Software 

66 Louise Rd. 

Chestnut Hill. MA 

(617)244-6954 



Dr. T's MIDI Recording Studio 



Phi) Record screen always comes up 
ready to record. I would prefer to have 
the system record only when I have spe- 
cifically lold it to. 

The second item merely requires cau- 
tion. You must make your first track the 
length you will want your entire song to 
be. 1 1 is as if you are cutting a piece of 
tape the length of the first track and no 
other track can be longer. This is not a 



real problem, because you can always 
lengthen the first track by editing or 
adding on. but it might be annoying if 
you really start cooking on another 
track and find you have to stop because 
you have exceeded the length of the first 
track. You must also remember that 
because the MIDI timing information is 
relative to the beginning of a track, you 
must start recording from the first mea- 
sure with each track you lay down. 

MIDI Merge and Echo are two fea- 
tures ihat arc quite useful if you are 
using a MIDI controller that is separate 
from your synthesizer. If you turn on 
MIDI Merge, any information that 
comes in through the MIDI In port will 
be retransmitted through the MIDI Out 
port. By selecting Echo it is possible to 
receive information on one MIDI chan- 
nel and have it retransmitted on anoth- 
er. 

Playback is just like playing a tape. If 
you wish, you can mute any combina- 
tion of tracks so you can concentrate on 
a particular part. The Cue feature lets 
yotl set a point other than the beginning 
to start your playback. 

The Edit Screen 

The Edit Screen will impress upon 
you just how much information a skilled 
musical performer generates. Here, ev- 
er) event on every track can be viewed 
and modified. It is possible to edit or 
remove individual events and to create 
new ones. 

Two modes exist for removing events 
or sections from a track — delete and 
erase. Delete is like taking a splicing 
block and cutting a section out of a tape; 
erase simply removes an event without 
changing the location of the events that 
follow. It is possible to create perfor- 



mances directlv on the edit screen with- 
out ever using a musical keyboard — a 
feature that will welcomed by those 
without keyboard skills and by the phys- 
ically limited. 

There is also a group of powerful 
global editing commands that make it 
ens\ to change large amounts of data at 
once. The pitch of every note can 
changed by using the Transpose com- 
mand. Compress/Expand can be used 
to lengthen or shorten an entire track 
proportionally. Duration can be used to 
alter the length of time the notes sound. 
If your keyboard lacks velocity sensing, 
you can use the velocity scaling feature 
to add expression to a track after it is 



A Look at Things to Come 



The world of MIDI can be costly 
and confusing. In the coming 
months, this column will address 
both the positive and negative as- 
pects of MIDI. We will attempt to 
expose some of the widespread mis- 
understandings about MIDI and ex- 
amine in detail the various kinds of 
sythesizcrs and their applications. 
MIDI manufacturers, musicians, 
producers, and recording engineers 
will be interviewed in an effort to 
bring you closer to the system best 
suited to your needs. 

We also plan to include MIDI pro- 
grams in several languages, tips on 
the correct way to map MIDI rout- 
ing systems, and do-it-yourself pro- 
jects to teach you such useful tech- 
niques as building and installing 
MIDI ports in your XL or XE com- 
puter— Morton Wilde 
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Quality products for your ATARI ST from Qmi 




Desk Accessory & Clock Cartridge! 

• Battery-operated Clock/Calendar 
hardware sets the system date and 
time automatically. 

• Adds 14 convenient accessories 
with over 20 powerful (unctions: 

Calendar/Appointment book. 
Notebook, Calculator. Card File, 
Typewriter, Address Book/Dialer, 
VT-52 Terminal, Keyboard Macros 
Ramdisk, Disk Utilites. Print 
Spooler, Control Panel, Screen 
Dump and Memory Test 

• Plugs into the computers built-in 
cartridge port. 

• Loads quickly using 64K of ROM 
inside the cartridge 

• Works together with GEM 
applications. 

• The perfect companion lor your 
Atari ST! 



Advanced Modem Communications! 

• All-new GEM version with dozens 
ol added features. 

• Fast 80x24 display using custom 
fonts within a GEM window 

• VT-220, VT-100. VT-52, Atari 
and Vidtex emulation modes. 

• File transfer protocols include 
Xmodem. Xmodem crc. Batch 
Ymodem and Fmodem. Optional 
support for future protocols. 

• Archive, Un- archive and Run other 
programs while online without 
leaving ST -Talk! 

• Built-m Editor with multiple buffers 
for capturing and uploading text. 

• "AutoPilot" Language for 
programmable auto-logon, 
auto-answer and macro commands. 



And much more! 



$2 4>.£i 



U 



r 






Advanced Bulletin Board System' 

• Powerful On-line system with over 
100 built-in lunct ions. 

• Infinitely programmable menus, 
prompts and system configuration 

• Message system with "tree" or 
"linear" structure. On-line Polls, too 

• File transfer protocols include 
Batch YMODEM and FMODEM and 
on-line Archive commands. 

• Extensive System Operator 
functions and automatic 

maintenance. 

• Complete security levels, 
password control and accounting. 

• Runs many existing TOS 
programs locally or remotely. 

• Future support for multiple lines! 



LJO-IVi 



DOS Instead ot TOS' 

• Complete command line 
interpreter replaces the DeskTop 
with an environment similar to 
MS-DOS. 

• Runs all programs including GEM 
applications Also runs GEM 
programs from an AUTO folder for 
"turnkey" systems. 

• Batch file processing lets you 
custom design your own commands 

• Automatic path searching for 
commonly- used programs. 

• Supports I/O redirection, wildcard 
expansion and much more 

• Includes RamDisk driver and Disk 
Formalter 

• Compact, fast machine- language 
program! 



524. -j-j 
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Professional Gra phic s Tablet! 

Replaces mouse device for virtually all programs and applications. 
Comfortable stylus pen gives accurate control upto 250 lines per inch 
Works great with programs for CAD, graphics and desktop publishing 
such as Drafix, EasyDraw. CAD 3D. DEGAS. Publishing Partner, and more! 
Keyboard control allows easy selection of either mouse or tablet 
Connects to the Atari ST's serial port. 

Includes 17.5" x 11" tablet, digitizing pen, cable and driver accessory 
User- selectable active drawing area upto 12" x 8"! 6"® @) £* /ft fi 



Qmi 



Quantum Microsystems Inc., PO Box 179, Liverpool, NY 13088 USA 



3 15- 451- 7747 




What Is IMG Scan? 



IMG Scan is a timple, inexpensive device which 
turns your do! matrix printer into an image scanner 
allowing you to scan any page that can be put into 
your printer! Keeping in line with Atari's power 
without the price philosophy, IMG Scan finally 
makes image scanning simple and affordable. This 
brings powerful graphic capabilities to desktop 
publishing, image processing, and graphic art 
applications on the Atari ST! At $99.93. the IMG 
Scan opens doors that were closed by expensive 
and inferior video digitizers. 



This entire brochure was created on an Atari ST 
Ming a desktop publishing program and IMG Scan. 
A It images and line drawings were reproduced with 
IMG Scan, imported into the desktop publishing 
program, and printed on an Apple LaserWriter. This 
is how easy IMG Scan is to use. 

SEYMOR-RADIX 

P O. Boi 166053 IrviaiTl "I50K (2t«»» »» 




How It Works 

The operation of IMG Scan is very straight 
forward. A small cartridge (approx: 1.6" X 1.9") 
plugs into the Atari St's cartridge port and is 
connected to the printer's head via a thin, flexible 
image cable. This image cable can be attached most 
anywhere on the print head using nothing more 
than a piece of adhesive tape. The user is at option 
to use any method he may come up with to mount 
the cable, but is not encumbered by an inflexible 
mounting bracket. This is one reason that IMG 
Scan can be made to work on most any printer 
With the image cable attached to the print head, 
the printer is controlled by the IMG Scan driver 
software. The software can be set for siting the 
scanned image among 20 different levels of 
magnification or reduction. Since 256 gray levels 
are recorded, and the ST is capable of displaying 
only 16 colors at a time, the contrast of individual 
gray level ranges can easily be adjusted and 
assigned to color palette positions. The image may 
then be colorized or saved to disk etc. 

Applications 

IMG Scan is an indispensible tool in desktop 
publishing. It is very useful in things like adding 
photographs, charts, clip art. line art. or anything 
that can be scanned, to newsletters, business cards, 
letter heads, etc. You could for example, put your 
own picture on your own letterhead! Also it can be 
used to create a computerized photo album. Send 
pictures of family and friends over the phone lines. 
And of course. IMG Scan is perfect for use with an 
programs to enhance your art creations. 




• IMG Sua »<>.i>u<cu IrkUhIiw 

IMG Scan 

$99.95 

Pa*a« mien nil ! (114 I2SS 1*90. VISA/ MC *cccf>ic4 



ORDER FORM 

Name 

Address 

Ciiy State ZIP _ 

VISA/MC # 



Quantity Amount Enclosed $ 



SEYMOR-RADIX 

P.O. Box 166055 Irving Tx 75016 
(214)255-7490 



recorded. Cut, copy, and pasle com- 
mands function like a musical word pro- 
cessor to move or duplicate sections of 
music. 

Quantization 

A program like MIDI Recording 
Studio generates a clock by which it 
times the occurrence of the notes being 
recorded. One of the really excellent 
areas of flexibility inthis program liesin 
the wide range of control you arc given 
over this aspect of its operation. 

The program boots with standard 
values of 96 clock ticks per measure— 
24 ticks per quarter note. This is fine for 
many applications, but an expressive 
player will probably find his music los- 
ing a lot of subtle nuance at this setting. 

Activating Set Options on the edit 
screen brings up a menu that allows as 
many as 999 ticks in a measure— as 
inaii_\ as 384 ticks in a beat— and per- 
mits the tempo to be set with greater 
precision than the arrows on the Play/ 
Record screen allow . By adjusting the 
number of ticks per measure in relation 
to the number per beat, time signatures 
other thaii 4/4 common time can be 
accommodated. 

Along with this control of the clock 
comes a quantization command thai 
makes corrections in the timing of 
events by moving them to the nearest 
multiple of a timing interval you speci- 
fy. This can be useful for cleaning up 
loose spots in your timing, but if used 
too much, it can sap the liveliness from 
your performance. Included on the pro- 
gram disk is a Bach Two- Part Invention 
that is an example of just how dead 
perfectly played music can sound. 

MIDI Recording Studio is a good 
value for the money. You might sneer at 
the limits of eight tracks, but remember 
that the classic Switched On Bach al- 
bum was produced on an eight-track 
recorder. 

Given the application of musical 
knowledge and intelligence, fine results 
are possible with this software, an ST, 
and a moderately priced synthesizer. 
This package is also upward compatible 
with Dr. T's Keyboard Controlled Stu- 
dio, so effort spent generating song files 
with this program will not be wasted if 
you decide to upgrade later. ■ 
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AATARI 



ATARI COMPUTERS AND PERIPHERALS 



65XE 64K Personal Computer 

800X1 64K Personal Computer (discontinued) 

130XE 128K Personal Computer 

850 Interlace 

XDM121 Letter Quality Printer 

1020 Printer Plotter 

XEP80 80-Column Card 

XMM801 80 cps Dot Matrix Printer 

XM301 300 Baud Modem (requires 48K) 

SX212 300/1200 Baud Modem 
(requires 850 interface) 

830 Acoustic Modem plus Telelink cartridge 

ATARI COMPUTER CONTROLLERS 



S 99.95 
S 99.95 
$149.95 
S 99.95 

S249.95 



$ 49.95 l^g$\ 
S 79.95 *^Z>^ 

$249.95 ^y 

$ 49 .95 f^gk 



S 99.95 



$ 24.95 




CX21 


Touch Pad Controllers 


(alpha 


numeric) 


$ 9.95 


CX30 


Paddle Controllers 






$11.95 


CX40 


Joystick 






$ 7.95 


CX75 


Light Pen 






$39.95 


CX80 


Trak Ball — H CD 






$14.95 


CX85 


Numeric Keypad 






$24.95 



SUPPLIES AND ACCESSORIES 



CX87 

CX853 

CX82 

FC100626 



Modem Cable for 850 Interface — 
for any modem 

16K RAM Module for 800 Computer 
Black & White Monitor Cable 
Ink Rollers (NOW AVAILABLE) 



$24.95 



5 INK ROLLERS for $10.00 




ATARI ORDER FORM 



mm 

ADDRESS 



PIMM 



city rare ar 

Please allow six to eight weeks lor delivery 



Mail order form and payment to: 

Atari 8-Bit, Dept. J8 

P.O. Box 61657 
Sunnyvale. CA 94088 



PARTt 



DESCRIPTION 



PRICE 



QUANTITY 



TOTAL 



Use blank paper for additional items 

Check or money order enclosed 
_ VISA or □ MasterCard 



SUB 

TOTAL 



CALIF. RESIDENTS 
ADD 7% 
SALES TAX 

Shipping and handling 
(under $50. add $3 50 
over $50. add $5 00) 



Exp 



Signature 



TOTAL S 

No COD's,please 

Outside USA, add $10 to cover shipping 



WITHOUT 



8-BIT POWER fflllfflh 



COMPUTER SOFTWARE -8-Bit 



PROGRAM LANGUAGES & INSTRUCTIONS 



AX2034 

AX2033 
CX415 
DX5082 
CX418 



AtariWriter Plus disk 
(includes Proofreader) 

Proofreader (for AtariWriter) disk 

Home Filing Manager disk 

Silent Butler disk 

Home Manager (includes Family disk 
Finance and Home Filing Manager) 



S 49.95 


CXL4018 


Pilot Kit 


cart 


$39.95 




AX2025 


Microsoft Basic II 


disk/cart 


$29.95 


S 16.95 


CXL4003 


Assembler/Editor 


cart 


$24.95 


S 14.95 


CX8121 


Macro Assembler 


disk 


$24.95 


$ 24.95 


CX4117 


Invitation to Programming III 


tape 


$ 7.50 


S 24.95 


KX7099 


BASIC Tutor 


tape 


$19.95 



SPELLING, GRAMMAR, AND READING 

CX4 1 26 Speed Reading (grade 9-adult) 

RX8059 Skywriter (grade 1-6) 

AED80002 Spelling in Context/2 (grade 2) 

AED80003 Spelling in Context/3 (grade 3) 

AED80004 Spelling in Context/4 (grade 4) 

AED80005 Spelling in Context/5 (grade 5) 

AED80006 Spelling in Context/6 (grade 6) 

AED80007 Spelling in Context/7 (grade 7) 

AED80008 Spelling in Context/8 (grade 8) 

AED80054 Prefixes (grade 3-6) 

AED80069 Word Games (elem) 

DX5050 Mickey. Great Outdoors (gr. 2- 



tape 


$24.95 


MUSIC 


cart 


$17.95 




disk 


$ 6.95 


FOR GRAl 


disk 


$ 6.95 


DX5081 


disk 


$ 6.95 




disk 


$ 6.95 




disk 


$ 6.95 




disk 


$ 6.95 


AX2020 


disk 


$ 6.95 


AX2026 


disk 


$ 6.95 


AED80048 


disk 


$ 6.95 


AED80049 


5) disk 


$ 6.95 


AED80050 



(includes Invitation to Programming I & II and two books. 
Inside Atari BASIC and Programming Tips and Tricks) 



FOR GRADES 7 THROUGH ADULT (available on disk only) 
Music Painter $19.95 

Transcribe your favorite songs and save them 
for later use. or compose your own songs and 
build a library of personal hits. 
Music I (Theory Lessons) $24.95 

Music II (Advanced Theory) $24.95 

Music I/Term Notations $ 6.95 

Music ll/Rhythm and Pitch $ 6.95 

Music Ill/Scales and Chords $ 6.95 



FOREIGN LANGUAGE 

CX4118 Conversational German 

CX4119 Conversational French 

CX4120 Conversational Spanish 

CX4125 Conversational Italian 



tape 
tape 
tape 
tape 



$ 17.95 

$ 17.95 

S 17.95 

$ 17.95 



MATHEMATICS 

The Secret Formula Series teaches mathematical con- 
cepts by asking the player to create formulas that will 

duplicate a series of numbers generated by the computer 

Available on disk only 
AED80020 Secret Formula— Elementary (grade 4-6) 

AED80021 Secret Formula — Intermediate (grade 6-8 

AED80022 Secret Formula— Advanced (grade 9-12) 

AED80060 Counting (K-grade 2) 

AED80055 Metric & Problem Solving (grade 3-7) 

AED800 1 1 Division Drill (grade 7-9) 



6.95 
6.95 
6.95 
6.95 
6.95 



SCIENCE AND SOCIAL STUDIES 

The Atarilab series teaches science through experimentation 



AED80013 

AED80014 

AED80017 

AED80056 

AED80053 

AED80066 

CX8106 

CX8107 

CX8108 



Atarilab Starter Kit cart 

Atarilab Light Module cart 

U.S. Geography disk 

The Marketplace (grade 3-8) disk 

Geography (grade 4-10) disk 

Expeditions (elem) disk 

Bond Analysis (adult) disk 

Stock Analysis (adult) disk 

Stock Charting (adult) disk 



$59.95 
$39.95 
S 6.95 
S 6.95 
S 6.95 
$ 6.95 
$ 9.95 
$ 9.95 
$ 9.95 



RECREATION 

COMPATIBLE WITH XE GAME SYSTEM 



DX5084 Star Raiders II 

CXL4013 Asteroids 

CXL4004 Basketball 

RX8030 E.T. 

CXL4012 Missile Command 

CXL4027 Qix 

CXL4008 Space Invaders 

CXL4011 Star Raiders 

CXL4025 Defender 

RX8042 RealSports Tennis 

RX8044 Joust 

RX8049 Jungle Hunt 

RX8048 Millipede 

CXL4022 PacMan 

RX8045 Pengo 

RX8033 Robotron: 2084 

RX8026 Dig Dug 

KX7102 Arcade Champ Kit 

(includes PacMan, Qix cart 
holder and two joysticks) 

RX8040 Donkey Kong Jr. 

RX8031 Donkey Kong 



disk 
carl 
cart 
cart 
cart 
cart 
cart 
carl 
cart 
cart 
cart 
cart 
cart 
cart 
cart 
cart 
cart 
cart 



cart 
cart 



ATARI 




VIDEO 
GAME 
SYSTEM 



S16.95 
$ 6.95 
$ 6.95 
S 6.95 
$16.95 
$ 6.95 
S 6.95 
$ 6.95 
$19.95 
$16.95 
$19.95 
$19.95 
$19.95 
$19.95 
$19.95 
$19.95 
$19.95 
$24.95 



$16.95 
$16.95 




*149 



95 



INCLUDES: 64K Keyboard (Built in Missile Command) 
Light Gun and Joystick 
Flight Simulator (Cartridge) 
Bug Hunt Game 




Atari Classroom 



By JOYCE WORLEY 



Moppets love Muppets. Jim 
Henson's adorable creations 
have been wowing them down 
on Sesame Street since education came 
to television. They are about as recog- 
nizable to youngsters as Santa Claus. 
and almost as well liked, so they make 
perfect tutors for preschoolers. 

The Sesame Street kideo programs, 
designed by Children's Television 
Workshop and originally published by 
CBS Software, are natural child-pleas- 
crs. They have been re-released by Hi 
Tech Expessions, a company best 
known for its line of greeting card soft- 
ware, and re-priced to please parents as 
well. 

The three programs available for 
Atari 8-bit systems are suitable for tots 
from 3 to 6 years old. On each, the 
familiar Muppets entertain and teach 
junior computerists a variety of rudi- 
mentary skills. The educational mes- 
sage is very low-key: these programs are 
not intended for use use as high-pres- 
sure, high-achievement tutorials. In- 
stead, the beloved Muppets deliver a 
small dose of learning — charmingly 



and pleasantly. And if you think about 
it. that's not half bad! 

Ernie's Magic Shapes 

Ernie takes the stage to help tots mas- 
ter simple shape identification puzzles 
in this extremely easy game for young 
computerists. The little Muppet, re- 
splendent in top hat and magician's 
cape, waves his wand and, pow!, a shape 
appears in the air above his head. He 
then turns to face the table next to him 
on the screen and with another wave of 
the wand makes a shape appear there. 
Are the two objects the same shape and 
color? If not. the down arrow makes the 
mismatch disappear. 

Ernie keeps zapping new shapes onto 
the table until the correct one appears. 
If the match is correct, the up arrow 
makes Ernie nod his head happily, then 
zap the shape on the table again to move 
it up beside its mate in the air. 

Next Ernie's magic bunny puts in an 
appearance, hopping happily around 
the stage until the child goes on to a new 
shape-matching challenge. 

There are six levels of play. The easi- 



est setting features circles, squares, tri- 
angles, and other geometric shapes, pre- 
sented one at a time. At the highest 
difficulty setting, Ernie magically pro- 
duces more complex pictures, such as a 
locomotive made of circles, triangles, 
rectangles, and squares. He then con- 
jures up a simple shape- such as a tri- 
angle—and asks the child if that shape 
is part of the pict ,,r e. 

The youngster must pick out the dif- 
ferent elements to econstruct the ob- 
ject. As each part is correctly identified, 
it is placed in its appropriate position, 
until the item is reassembled from these 
geometric bits and pieces. Though level 
six does not represent an enormous 
challenge, it is significantly more diffi- 
cult than level one and helps children to 
sec how a number of components can 
combine to make a new shape. 

Big Bird's Special Delivery 

The Post Office eagle had better 
move over; Big Bird and Little Bird are 
getting into the delivery business — at 
Feast on Sesame Street. The two Mup- 
pets have a stack of packages to deliver 
to the merchants and need help from the 
nursery school set to get each box to its 
destination. 

Big Bird's Special Delivery is more 
difficult than Ernie's Magic Shapes. 
Both are matching games, but Big Bird 
progresses beyond shape and color iden- 
tification, asking the child first to pair 
items, then to recognize classes of ob- 
jects. 

This is a heavy concept for preschool- 
ers. Even though the game itself is very 
cas) and the control system, baby-sim- 
ple, toddlers need a lot of parental guid- 
ance to master this one. There are 
even— horrors! — printed instructions 
onscreen for the player. Fortunately. 
once he or she knows how to play the 
game, the child can ignore the text. 

The two winged deliverymen have 
parcels for the businesses on the play- 
screen. In each window the smiling pro- 
prietor waits for the days delivery of 
goods. A picture above the store repre- 
sents that business — an apple for the 
fruit market, a lollipop for the candy 
store, a firetruck for the auto shop, or an 
article of clothing for the haberdasher. 

Big Bird, looking remarkably Mup- 
pet-likc. appears with a parcel and 
hands it to Little Bird. Big Bird leaves, 
and the small messenger must examine 
the picture on the parcel and hop to the 
right shop. 

The program offers two separate 
games, which differ dramatically in dif- 
ficulty. The Same Game presents the 
delivery bird with parcels that exactly 
match the pictures over the stores — for 
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Ernie's Magic Shapes 

example, an apple to deliver to the apple 
shop and a shirt for the shirt store. 

Find the Right Kind is an entirely 
different kettle of fish In this stumper, 
the preschooler must match categories. 
A parcel marked with an apple must be 
delivered to the fruit stand, which is 
identified by a banana. A crate marked 
with a cow goes to the livestock store, 
which is identified with a duck. 

Matching apples and bananas is not 
much of a stretch, even for a small child, 
but pairing cows and ducks requires 
much more sophisticated thinking. 

The mechanics of play won't tax an- 
yone's coordination. The left and right 
arrows move Little Bird back and forth 
in front of the stores, and the up arrow 
delivers the package to the business the 
flighty mailbird is facing. A correct de- 
livery earns a happy nod from the pro- 
prietor. 

If the package is taken to the wrong 
address, the storekeeper shakes his 
head, and Little Bird waits to be moved 
to another shop. When a delivery is 
completed, the Return key recalls Big 
Bird with another package. 

Categorization of objects is a diffi- 
cult concept, and this program definite- 
ly offers a head start to young learners. 
Children can play the easy version of 
the game alone, once parents have ex- 
plained that they can simply ignore the 
words on the screen. 

The complicated game, however, just 
cries out for parental involvement to 
help kids learn this necessary skill. 

Astro-Graver 

Astro-Grocer is the most sophisticat- 
ed of the three Sesame Street titles for 
the Atari. Like the others, this one is 
recommended for kids aged 3 to 6. but I 
suspect that even older kids might enjoy 
it. 



Astro Grower 



The easiest of the five games on the 
disk is a straightforward counting 
game. Zips, alien visitors from another 
planet, soar over a darkened city in their 
spacecraft and eventually pour out of 
the craft and float in the air. The child 
counts the number of Zips and presses 
that number on the keyboard. Each 
wrong answer makes the smiling moon 
shake his head, but the child can try as 
many times as necessary to get the cor- 



Sesame Street Games 



System: Atari 8-bit 

Price: $9.95 

Age Range: 3 to 6 

Summary: Muppets help kids learn 

basic skills 
Manufacturer: 

Hi Tech Expressions 

1700 NW 65th Ave. 

Suite 9 

Plantation. FL 33313 

(305) 584-6386 



rect number. 

When the correct total is entered, the 
Zips illuminate one of the gingerbread 
brownstones on the block. Five correct 
answers light up the entire block. Astro- 
Grovcr then comes out and dances in 
the sky. ending the round. 

The second game is another counter. 
The Zips' spaceship is ready to go back 
into orbit, but before it can blast off, the 
child must find the right number of Zips 
to board. 

The ship has a number on its side. A 
press of the up arrow beams a light into 
the sky, illuminating one sector. If the 
correct number of Zips are caught in 
the glare, they are loaded onto the ship. 



Otherwise, the child must redirect the 
beam until he catches the right number 
of aliens. Each match moves the ship up 
the screen a few inches, and three cor- 
rect totals send it into space. 

Level three presents a group of Zips 
to be counted, then another, and the 
child must add the two groups. The 
sums are all one-digit numbers, making 
very simple addition for beginners. Lev- 
el four presents a group of aliens, then 
takes some away, in primary level sub- 
traction. Level five presents a sum and 
asks the child to find the numbers 
which, added together, make that total. 

Astro-Grover has the most pleasing 
graphics of the three Sesame Street pro- 
grams. The little spaceship, with its load 
of Zips, is clever and recognizable. The 
city is pretty as a brownstone block par- 
ty, and the simple counting, adding, and 
subtracting games are rewarded by 
clever animations that should charm 
parent and child alike. 

The Muppets in all three programs 
are well-rendered; the children with 
whom I played recognized every one 
instantly. Musical accompaniment 
brightens the play sessions, and colorful 
action makes learning pleasant. 

The kids enjoyed these titles, espe- 
cially in a group setting, and liked show- 
ing me how quickly they could complete 
each challenge. Although the programs 
do not keep score, the kids enjoyed 
keeping track of how well they were 
doing, especially in the higher level, 
more complex games. 

Young computerists get a lot of value 
out of programs designed especially for 
them, and the Sesame Street titles make 
charming learning for preschoolers. At 
their simplest levels, they arc bright and 
amusing. At their best, kids gain valu- 
able pre-primary school tutoring from 
their Sesame Street buddies. ■ 
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When you want to talk Atari 



XL/XE HARDWARE 



INTERFACES 

ICD 

P:R Connection $59.99 

Printer Connection 39.99 

Supra 

Microprint 34.99 

1150 39.99 

1151 (1200 XL) 39.99 

Xfitfic 

Graphix Interface 38.99 

Atari 

850 Interlace 109.00 

COMPUTERS 



ST HARDWARE 



Atari 130XE $ 135 

65 XE 89.99 

800 XL Call 

130 XE Package Indus GT Drive, 
XMM801 Printer. Joystick & Disks. 499.00 

XL/XE ENHANCEMENTS 

Axlon 32K Memory Board (400/800). 19.99 
Atari 80 Column Card 84.99 

MODEMS 

Atari 

SX212 300/1200 (ST) 89.99 

835 24.99 

XMM301 42.99 

Anchor 

VM520 300/1 200 Direct Connect. .. 1 29.00 

Volksmodem 1200 99.99 

Avatex 

1200 HC 97.99 

2400 209.00 

Supra 

2400 AT (XL/XE) 159.00 

2400 ST (ST) 159.00 





520ST FM RGB/Color $ _- Q 
System *7o5J 

Includes: 520ST FM with 3V2" internal 
drive, Basic, mouse. RGB/Color monitor 
and modulator. 

520ST FM Monochrome System... 61 9.00 

520ST FM Computer 489.00 

SM124 Monochrome Monitor 149.00 

SM1224 RGB/Color Monitor 299.00 

Call for current pricing on the full 
line of ST computers & peripherals! 



DRIVES 



Atari 



XF551 Drive (XL/XE) 179.00 

354 SS/DD ST Drive 1 19.00 



Indus GT 4.4 _ A 

Disk Drive for XL/XE * 1 75J 

Indus 

GT100(ST) 219.00 

w/Sony 3V2" DS/DD 234.00 

Supra 

20 Meg Hard Drive (XL/XE) 649.00 

20 Meg Hard Drive (ST) 539.00 

30 Meg Hard Drive (ST) 699.00 

60 Meg Hard Drive (ST) Call 

Interface w/Boot Software (ST) 109.00 



PRINTERS 



Atari 

1020 XL/XE Printer Plotter $32.99 

XMM804 (ST) Dot Matrix 184.00 

XMM801 Dot Matrix 184.00 





Atari XDM 121 *••#>#% 

XL/XE Letter Quality * 1 OS* 

Brother 

M-1109 100cps80col 199.00 

M- 1409 180/45 NLQw/tractor 319.00 

HR20 22cpsDaisywheel 349.00 

Citizen 

MSP-1 0(80 col.) 269.00 

Premier 35 cps Daisywheel 479.00 

MSP-1 5 40/1 60 cps 379.00 

C.ltoh 

Prowhter8510SP Call 

Epson 

LX-800 1 50 cps 80 col Call 

FX-86E 240 cps 80 col Call 

FX-286E240cps132col Call 

EX-800 300 cps 80 col Call 

LQ-800180cps24wire Call 

NEC 

P660 180 cps draft/65 LQ 459.00 

P760 132 col 180 cps draft/65 LQ.. 609.00 
Okidata 

Okimate 20 129.00 

ML-182, ML-192, ML-193 Call 

ML-292, ML-293 Call 

Panasonic 

KX-1080i 144 cps 80 col 169.00 

KX-1091i194cps132col 189.00 

KX-1092 240 cps 80 col 319.00 

1595 240 cps 132 col 449.00 

Star Micronics 

NX-10120cps80col 159.00 

NX-15120cps132col 329.00 

ND-15 180/45 NLQ 419.00 

Toshiba 

P321SL216cps24Pin 539.00 






COMPUTER MAIL ORDER 



you want to talk to us. 



XL/XE SOFTWARE 




Print Shop (XL/xe) $ 25 

Access 

Leaderboard Golf S24.99 

Executive Disk 14.99 

Accolade 

Fight Night 17.99 

Atari 

AtariWriter Plus 35.99 

Various Titles from 2.99 

Batteries Included 

Paperclip w/Spellpack 39.99 

B-Graph 37.99 

Broderbund 

Karateka 15.99 

Cygnus 

Starfleet 1 32.99 

Datasoft 

Alternate Reality 19.99 

221 Baker St 19.99 

Electronic Arts 

Touchdown Football 12.99 

Chessmaster 2000 25.99 

Infocom 

Zorklll 24.99 

Microprose 

Top Gunner 18.99 

F-15 Strike Eagle 22.99 

Silent Service 21.99 

Origin Systems 

Ultima 4 36.99 

Roklyn SPECIAL 
Gorf/Wizard of Wor/AT Deluxe 

Anti-Sub/Journey to Planet (ea.) 3.99 

Strategic Simulations 

Colonial Conquest 23.99 

Sublogic 

Flight Simulator II 32.99 

Scenery California 14.99 

X-Lent 

Typesetter 21.99 



ACCESSORIES 



Maxell 

MD1-M SS/DD 51/4" $8.49 

MD2-DM DS/DD 5V4 M 9.49 

MF1-DDM SS/DD 3V 2 " 12.49 

MF2-DDM DS/DD 3V2" 17.99 

Sony 

MD1D SS/DD 5 1 A" 7.99 

MD2D DS/DD 5V«" 9-49 

MFD-1DD SS/DD 3V4" 12.99 

MFD-2DD DS/DD 3V2" 19.99 

Allsop Disk Holders 

Disk File 60-5%" 9.99 

Disk File 30-3%" 9 99 

Curtis 

Emerald 39.99 

Safe Strip 19.99 

Universal Printer Stand 14.99 

Tool Kit 22.99 

ICD (XL/XE) 

Sparta DOS Contruction Set 28.99 

US Doubler/Sparta DOS 48.99 

Real Time Clock 48.99 

RamboXL 28.99 

Multi I/O Board 256K 169.00 

Multi I/O Board 1 Meg 299.00 



ST SOFTWARE 




Personal Pascal *46 

Access 

Leaderboard Golf 24.99 

Activision 

Music Studio 29.99 

Antic 

Flash 29.99 

Atari 

Algebra. Vol. II (Grades 7-9) 18.99 

Batteries Included 

Degas Elite 48.99 

Thunder 25.99 



ST SOFTWARE 



Dae 

Easy Accounting 48.99 

Electronic Arts 

Gridiron Football 36.99 

E P* X 

Championship Wrestling 24.99 

Firebird 

Guild of Thieves 26.99 

Infocom 

Zork Trilogy 42.99 

Hitchhikers Guide 27.99 

Mark Williams 

"C" 119.00 

Michtron 

Major Motion 25.99 

Microprose 

Silent Service 23.99 

F-15 Strike Eagle 26.99 

Miles Software 

ST Wars 28.99 

Mindscape 

High Roller 31.99 

Paradox 

WarZone/Firebuster 27.99 

Progressive Computer 

Graphic Artist 1.5 139.00 

Psygnosis 

Barbarian 27.99 

Sierra 

Leisure Suit Larry 27.99 




Sublogic $0099 

Flight Simulator II *0*t ** 

Timeworks 

Wordwriter/Swifcalc/Data Mgr... ea. 49. 9£ 
Unison World 

Printmaster Plus 25.9S 

VIP 

Professional (GEM) 144.9S 

X-Lent 

Typesetter 28.9S 



In the U.S.A. and in Canada 



Call toll-free: 1-800-233-8950. 

Outside the U.S.A. call 717-327-9575 Telex 5106017898 Fax 717-327-1217 

Educational, Governmental and Corporate Organizations call toll-free 1-800-221-4283 

CMO. 477 East Third Street, Dept. A3, Williamsport, PA 17701 

ALL MAJOR CREDIT CARDS ACCEPTED. 



POLICY: Add 3% 
For faster delivery 
subject to change 
tion within the terms 





Take Aim by David Ahl and Computereyes Tri-Wing by David Ahl 




I !.•-«■ 



Bull by J. Turner 




Cat by David Ahl and Computereyes 



Graphics Gallery 




Woman from a painting by Vermeer 
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For this, our first ST Graphics 
Gallery, we have chosen a selec- 
tion of images that we picked up 
at various user group shows. Unfortu- 
nately, we don't know who some of the 
authors are, and we ask them to step 
forward to take a bow (and a reward in 
the form of a one-year subscription to 
Atari Explorer). 

In the future, ST Graphics Gallery 
will consist of images submitted by 
readers. The person submitting the best 
image each issue will receive a three- 
year subscription (or extension) to 
Atari Explorer and the runners up will 
receive one-year subscriptions or exten- 
sions. Everyone who submits an image 
will receive ten original images in re- 
turn. 

All images must be submitttcd on 
disk in either NeoChrome or Degas for- 
mat. Your disk must be labeled with the 
format used and your name and ad- 
dress. 

Also send a self-addressed envelope 
with 39 cents postage on it for the return 
of your disk. We will return your disk 
with ten additional images on it in the 
format of your choice. 

You must include a signed statement 
as follows: "1 certify that the image(s) 
submitted is (are) my own personal 
work and that no portion was copied 
from any image belonging to another 
person or organization or from copy- 
righted printed or video material. I give 
Atari Explorer The right to print my 
imagc(s) and/or use it (them) in pro- 
motional material or computer show 
displays." 

Please allow eight weeks for the re- 
turn of your disk. 1 f you are a subscrib- 
er, please include an address label (or 
copy) showing all the code numbers 
above your name so that we can extend 
the correct subscription if you win. ■ 




Mariner Passing Uranus by H.U.D 




Rio by M.M. 




Countach by D.G.B. 



George Washington by David Ahl and Computereyes 
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Will Piracy 
Kill Atari? 




A specter is haunting Atari — the 
specter of piracy. All the powers 
of the Atari market must enter 
into a holy alliance to hunt down and 
exorcise this specter: programmer and 
publisher, user and editor. Atari em- 
ployees and Federal agents. For piracy 
threatens to drain the lifeblood of the 
Atari community. 

If you think the foregoing paraphrase 
of Karl Marx overstates the case, you 
are dead wrong. And if you fail to do 
your part to change the situation, you 
are hastening the day when there will be 
no Atari software market for pirates to 
exploit. 

An Innocent Beginning 

Software piracy dates back virtually 
to the dawn of programming. It wasn't 
long, for example, after the original Mi- 
crosoft Basic was introduced that some 
members of the Homebrew Computer 
Club made copies of the punched paper 
tape on which the language was sold 
and shared them with other members. 

Back then, however, the legality of 
such actions was open to question. At 
the time, software, unlike other intellec- 
tual works, was not protected by copy- 
right law. The prevailing "hacker ethic" 
held that software, like other forms of 
computer information, should be 
shared and distributed freely. Software 
publishers and computer users fought 
bitterly until 1980 when Congress add- 
ed a provision defining computer pro- 
grams to Section 1 1 7 of the 1 976 Copy- 
right Act. Programmers cheered, users 
grumbled, and piracy became illegal. 



By OWEN LINZMAYER 



Please note that not all software 
copying is piracy. The law allows users 
to make back-up copies for archival 
purposes. Piracy, in contrast, is the in- 
tentional duplication of software to be 
passed along to a third party without the 
copyright holder's consent. Whether 
you give the program away or offer it for 
sale, you are committing piracy and 
breaking the law. Yes. you risk fines and 
a jail sentence each time you make an 
illegal copy. 

The issue of piracy is especially im- 
portant right now, because many excel- 
lent programmers are expressing con- 
cern about the rampant pirating that 
makes it increasingly difficult for them 
to justify writing programs for Atari 
computers. Unable to recover the cost 
of developing their software packages, 
many programmers have simply decid- 
ed to move on to greener (or bluer) pas- 
tures and leave the Atari market to 
those with greater intestinal fortitude. 

What Is at Stake? 

Software firms claim to lose hun- 
dreds of millions of dollars annually due 
to piracy. These estimates can be de- 
ceiving, however. If publishers count ev- 
ery illegitimate copy as a lost sale, then 
the figures they provide are seriously 
inflated. 

Economists define a market as a 
group with the willingness and ability to 
purchase a good or service. Few users of 
pirated software have both the willing- 
ness and the ability to purchase the 
packages they steal, so many fail to 
qualify as part of a legitimate market. It 
is the people who decide to pirate a 
program rather than buy it who have 
made a conscious decision to steal from 
the software firm. But whether a per- 
son's use of a program for which he did 
not pay qualifies the cost of that pro- 
gram for inclusion in piracy statistics or 
not. the name by which we call him 
remains the same— /)/ra/f . 

Pirates like to think of software firms 
as huge companies that can absorb 
losses painlessly. Sadly, however, the 
truth is that pirates are stealing from 
hard-working individuals — people, not 
faceless behemoths. Most Atari soft- 
ware publishers are small companies 
operating on small margins out of 
cramped quarters, not fancy corporate 
headquarters. 

The small size of these companies 
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As "Power Without the Price" 



leads to "Programs 



Without the Price, " 



the health of the entire 



Atari market is threatened 
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makes even the most casual piracy par- 
ticularly excruciating. Next time you 
contemplate ripping-off a program, 
imagine the programmer's banker rub- 
bing his hands in anticipation of fore- 
closing on the mortgage, or better yet, 
imagine little Junior asking Mom why 
he can't get a new pair of sneakers for 
school. How would you feel if it was 
possible for anyone with a Happy disk 
drive modification to tap into your em- 
ployer's payroll file and take a few dol- 
lars out of your paycheck"' 

Piracy hurts everyone in the Atari 
community, not just software publish- 
ers and programmers. As a registered 
owner of a software package, you harm 
yourself when you give a friend a copy 
a\~ your favorite program. By denying 
the publisher the opportunity to realize 
a profit on your purchase, you decrease 
the resources with which the firm can 
support your package. In addition, you 
diminish the company's motivation to 
continue producing software for your 
system. 

Followed to its logical conclusion. 
this scenario ends with bankruptcy for 
the company and frustration for you. as 
you lire of your pirated programs and 
watch enviously the impressive new 
products being introduced for other 
computer systems. And that conclusion 
gets closer every day. 

Why Atari? 

Piracy is certainly not unique to the 
Atari market, but several factors exac- 
erbate the situation in that market. The 
members of the Atari community are 
extremely active, participating in bulle- 







tin boards, contributing to newsletters, 
and combining to form user groups. 
This makes the dissemination of infor- 
mation verv easy which is good. The 



a way to get "Programs Without the 
Price." 

Moreover, publishers often cite the 
existence of extremely effective disk du- 
plicating software, such as Microdaft's 
Chipmunk (see sidebar), and hardware, 
such as the infamous Happy disk drive 
modification, as a factor in their deci- 
sion not to produce Atari titles. 

In our opinion, disk duplicating tech- 
nology is a necessary evil of sorts — like 



The "hacker ethic" held that software, 

like other forms of computer information, should be shared 
and distributed freely. 



downside, from a software publisher's 
point of view . is that the existence of this 
cohesive network of Atari owners also 
facilitates the distribution of illicit 
copies of programs. 

Another factor is, ironically, the Tra- 
miels' promise of "Power Without the 
Price." which has attracted a great 
many bargain hunters in search of pow- 
erful computers. When these people be- 
gin to shop for software, they expect to 
find more bargains, and in fact, many 
Atari programs do cost less than their 
Apple and IBM counterparts. But bar- 
gain hunting carried to extremes has 
begun to take a disastrous toll: unfortu- 
nately. Atarians often turn to piracy as 



rolling papers, for example. Sure, there 
are people who actually roll their own 
tobacco cigarettes, but most people who 
buy a pack of Zig-Zags at their local 
convenience store intend to twist up 
controlled substances. The same is true 
for disk duplicating packages. While 
many people use these products to make 
legitimate backups for their own use. 
there are probably just as many who 
cop) commercial programs w ith the ex- 
press intention of getting something for 
nothing. Like many other products in 
our society, commercial disk duplica- 
tion packages serve a valid purpose, but 
their power can quickly be turned from 
good to ill. 




A Gallery of Atari Software Pint 






Age: 62 

Occupation. Consulting 
Engineer 
Annual Income: $100,000 
Reason for Piracy: So much 
software is junk that I cant see 
paying for it if l don't have to." 



Age: 32 

Occupation: Painter 
Annual Income: $18,000 
Reason for Piracy: "On my 
earnings. I can barely support 
my wife and kids, much less my 
computer " 



Age: 19 

Occupation: Student 
Annual Income: $2,000 
Reason for Piracy: "Everybody 
does it." 



Age: 48 

Occupation: Writer 
Annual Income: $65,000 
Reason for Piracy: "I don't use 
the packages: I just collect 
them." 
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Who Are the Pirates? 

There arc really only two kinds of 
pirates: personal and professional. The 
professional pirate makes money by il- 
legally distributing copyrighted materi- 
al. This can be done cither by selling 
duplicated programs outright or by re- 
quiring a membership fee to join a pi- 
rate bulletin board or "rental club." 

While he may hide behind the pre- 
tense of striking back at unscrupulous 
software publishers, the professional 
pirate's only motive is to make a quick 
buck at the expense of hard-working 
programmers, publishers, and dealers. 
Professional pirates are a scourge and 
have no legitimate purpose; they are 
fences trafficking in stolen goods. 
Please, for everyone's sake, don't pa- 
tronize these unscrupulous individuals. 

The personal pirate is much more 
common than the professional, and as 
such, is of much greater concern to soft- 
ware publishers. The personal pirate is 
not interested in monetary gain, just 
software enrichment. He wants good, 
commercial-quality programs but is ei- 
ther unwilling or unable to purchase 
them legitimately. 

Unlike the professional pirate, who 
must operate in the open to some extent, 
the personal pirate can accumulate a 
vast library of pilfered programs with 
little risk of detection. For this reason, it 
is doubtful that personal piracy will ever 
be completely eradicated. The only 
hope of publishers, programmers, and 
legitimate users is to educate these peo- 
ple to the harm they are doing to the 
entire Atari community. 



Dry Well 







He was an eight-bit hacker 
And he knew it all by heart. 

He never met a program 
That he couldn't take apart. 



They could lock it. they could hide it. 

It mattered not a whit: 

It might take a little effort 

But he destroyed it bit by bit. 

Oh. he never had a lesson. 
'• ho's to say he was to blame. 
Yet his knowledge was ferocious 
And his attitude the same. 

We could write our code in Basic 

In source code or in C . . . 

He just chuckled while he cracked it 

And he cracked them one. two, three. 

But it seem's he has a problem 

And his hobby's off the track. 

For he ->tole so many programs 

That there's no more code to crack. 



Don't you think it's kind of funny 

Though he found the mother lode. 

He expended all that effort 

Yet he never wrote the code? 

Not one program did he publish 

Though he knew it every bit: 

Wanted just to keep on hacking 

So we all could benefit. 

He hated "freeware" with a passion 
And his manner would get gruff 

When he saw ihe\ wrote a program 
And didn't try to hide the stuff. 

Well, I don't know just I ^ee it 

But here's the wa> it seems to me, 

I'm sure that all you programmers 

Who've labored hard, agree. 

That this gu> was really selfish 

\s he robbed our daily bread 

I wonder it he's sorry that 

His golden goose is dead! 

— Dale Bryant 

Reprinted with permission from the Sep Oct I9K" SBACE Gazette 



Why Copy Software? 

Many people justify piracy by claim- 
ing that they are "test driving" the soft- 
ware in an attempt to make a more 
informed buying decision. If this were 
the case, we could see little harm in the 
practice, but in reality, the temptation is 
too great for most people. Once the disk 
is in hand, why spend the money for 



another copy if you like it or bother to 
erase it if you don't? It's a thin line 
between test drive and grand theft. 

There are numerous alternatives to 
the so-called "test drive": many soft- 
ware firms offer handicapped demo 
disks at reasonable prices, magazines 
routinely rate and review software 
products, computer stores will often 





Age: 53 

Occupation: Corporate 
executive 
Annual Income: $125,000 
Reason for Piracy: "It's too 
much trouble to go through our 
purchasing department 



Age: 35 

Occupation: Teacher 
Annual Income: $32,000 
Reason (or Piracy: "I use the 
programs for the good of my 
students " 



Age: 30 

Occupation: Minister 
Annual Income: $35,000 
Reason for Piracy: "It saves the 
church money that can be bet- 
ter spent on the Lord's work 




Age: 68 

Occupation: Grandmother 
Annual Income: $22,000 
Reason for Piracy: "My daugh- 
ter can't afford to buy programs 
for the computer we gave the 
kids last year 
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The Rodent Turns 

Chipmunk author distributes 
copy-protected programs 

We recently had an opportunity to 
chat with Eli Tomlinson. president 
of Microdaft and author of Chip- 
munk, an 8-bit disk duplicating 
package that not only allows the user 
to back up protected software but 
removes the protection altogether. 

"1 guess you could say that I was 
inspired to write Chipmunk out of a 
curiosity about how copy protection 
works." explains the 20-year old Eli. 
Defeating software locks was origi- 
nally just an intellectual challenge, 
but after cracking several schemes. 
Eli realized that his efforts had yield- 
ed a viable product. "I had seen simi- 
lar disk duplicating packages for the 
IBM PC and Commodore, so 1 
thought. 'Why not market an Atari 
version?' "" 

After studying business adminis- 
tration at Rutgers University for two 
years. Eli formed Microdaft and re- 
leased the original version of Chip- 
munk in 1986. Since then, he has 
sold over 1000 copies of Chipmunk 
and continues to update the product 
with parameters for copying the 
most popular new software titles. 
Chipmunk retails for S34.95. and 
registered owners can upgrade to the 
latest version (currently 3.0) at any 
time for $14.95. 

Eli admits that some of his cus- 
tomers may well be pirates, but he 
thinks that the majority are honest 
people trying to protect their soft- 
ware investment. In case you were 
wondering. Chipmunk is distributed 
in unprotected format. "I thought it 
would be hypocritical to protect a 
back-up program," explains Eli. 
Ironically. Eli says that unscrupu- 
lous competitors have stolen the 
Chipmunk DATA statements that 
contain the copy parameters (the 
heart of the program) and brazenly 
sold repackaged versions under dif- 
ferent names. As if this weren't bad 
enough, he complains, the ads for 
these rip-off products warn "Don't 
Be Fooled By Imitations." 

For the record. Microdaft's two 
latest 8-bit entertainment releases. 
Dropzone and Solar Star, arc both 
copy-protected. Eli sheepishly ad- 
mits that Chipmunk can't crack the 
code on these disks. ■ 




provide hands-on demonstrations, and 
the same friend you might ask for a copy 
of the program should be more than 
willing to make a detailed recommenda- 



have harmed the software publisher, 
who relies upon sales to recoup the mon- 
ey he has invested in the development of 
the program, and the programmer, 
whose royalties arc based on sales of his 
product. The issue is not whether it is 
easy to copy a disk (it is), but rather, 
that it is a violation of copyright law and 
patently illegal. The eopyright laws pro- 
tect the program, not the medium on 
which it is distributed. 



Unlike the professional pirate, who must operate 

in the open to some extent, the personal pirate can accumulate a 
vast library of pilfered programs with little risk of detection. 



tion instead. 

Another excuse for pirating pro- 
grams is that software companies are 
charging exorbitant prices, reaping ob- 
scene profits and, in effect, deserve to be 
ripped off. This is the pirates' weakest 
argument. 

See if you can follow me. I have al- 
ways coveted my neighbor's BMW. but 
the lofty price tag of this engineering 
marvel has always been enough to 
dampen my enthusiasm for the pur- 
chase of a 633csi. Does the fact that the 
manufacturer makes big bucks on every 
sale entitle me to hot-wire a Black For- 
est Beauty and drive off into the sunset? 
Of course not! 

The same is true for software. If you 
think a package is over-priced, don't 
buy it— and don't copy it. Instead, write 
a thoughtful letter to the publisher ex- 
plaining your point of view. Faced with 
sufficient consumer pressure, the firm 
may be willing to re-examine its price 
positioning and drop its profit margin 
somewhat to stimulate sales. Alterna- 
tively, faced with increasing piracy, the 
firm may re-examine its market posi- 
tion and abandon Atari machines alto- 
gether. 

Many people simply don't under- 
stand that copying software is wrong, 
because, they reason, they are not deny- 
ing someone else the use of that product. 
The argument is as follows: "If I sneak a 
program out of my user group library 
without checking it out, then that pack- 
age can't be borrowed by other mem- 
bers and I have stolen it. However, if 1 
duplicate the program and return it to 
the shelf, who have I harmed?" 
The answer, quite clearly, is that you 



Computer enthusiasts see defeating 
copy-protection schemes as an intellec- 
tual challenge. Software firms assert 
that doing so is akin to picking the lock 
on the front door of a house. We dis- 
agree. The difference is that when you 
defeat a protection scheme you are not 
violating anyone's privacy, nor are you 
gaining access to anything you don't 
already own. Furthermore, the process 
of cracking a copy-protection scheme 
can be highly educational, exposing the 
subtle nuances of disk operations. 

In our opinion, if you purchase a soft- 
ware package that is copy-protected, 
you are, as a matter of principal, enti- 
tled to attempt to break the protection 
scheme. However, if in trying to do so 
you harm the original, don't expect a 
replacement copy from the publisher. If 
you are successful in cracking the pro- 
tection scheme, the resulting liberated 
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disk can legally be copied for your own 
use on a single machine al any one time. 
But the fact that you have cracked the 
code does not entitle you to give a copy 
to a friend. 

There are many legitimate reasons 
for copying software. The most obvious 
is to make a backup for use if something 
goes wrong with the original disk. This 
is a common and accepted practice — 
one that many software publishers ad- 
vise. 

Another valid reason to copy a pro- 
gram is to relocate it to a more conve- 
nient medium. For instance, if you buy a 
hard disk drive, you will probably want 
to transfer the programs on all of your 
floppies to the large volume. Similarly, 
your system may support a RAMdisk 
from which you may want to run fre- 
quently used applications to increase 
productivity. There is no reason why a 
registered owner of a program should 
not be allowed to use it in whatever form 
best suits his needs; yet software pub- 
lishers continue to frustrate users by 
copy-protecting their packages to ward 
off pirates. Again, legitimate users suf- 
fer because others cannot be trusted. 



" 



Shareware vs. Public Domain Software 




Some software companies actual- 
ly encourage you to make copies of 
their programs and give them to as 
many people as possible. These pro- 
grams arc called shareware. Share- 
ware programs are often posted on 
bulletin board systems for free 
downloading: most are utilities too 
small to be sold commercially 
through traditional channels and too 
useful to be kept to oneself. 

Shareware publishers hope that 
after using a product, you will like it 
so much that you will voluntarily 
register your copy. Typically this in- 
volves sending a monetary "dona- 
tion" to the publisher, in return for 
which you become a registered own- 
er and receive official documenta- 
tion and product updates. 

Publishers retain the rights to 
shareware products and arc the only 
ones who may offer them for sale As 
a user, you arc morally, but not le- 



gally, obligated to pay for share- 
ware. We think shareware is a noble 
effort crippled by an immature mar- 
ket. 

Public domain software consists of 
programs written by individuals who 
have relinquished their rights to 
their work. Public domain programs 
literally belong to the public, not the 
programmer. These programs may- 
be duplicated and modified freely 
without concern for copyright laws. 

Don't think that just because no- 
body owns them public domain pro- 
grams aren't offered for sale. There 
exists a vast array of software librar- 
ies that sell public domain programs 
for the cost of the disk plus a small 
handling fee. There is nothing wrong 
with this practice, but an enterpris- 
ing user can almost always save even 
the handling fee by investigating 
other sources. ■ 
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What Can Publishers Do? 

Software publishers have been ex- 
tremely myopic in their attempt to com- 
bat piracy; as a result, the issues of copy 
protection and piracy are hopelessly in- 
tertwined. Publishers must come to the 
realization that when a pirate copies a 
disk, all he gets is the program. Instead 
of viewing their business as selling pro- 
grams, publishers should begin to think 
of it as selling software packages. The 
complete package should consist of 
equal measures of quality software, 
good documentation, and willing sup- 
port. 

If they are going to win the confi- 
dence and respect of consumers, pub- 
lishers must release only high quality 
products. In the early years of home 
computing, firms were often more con- 
cerned about getting a product to mar- 
ket than making sure the program was 
bug-free. Quality was often compro- 
mised for expediency. In recent years 



A Copier That Doesn 



l must admit at the outset that 1 
don't have a particularly warm feel- 
ing about copier programs. Ostensi- 
bly, they arc used to back up soft- 
ware packages so that if a valuable 
disk is ruined by dirt, power surge, or 
excessive use. you do not find your- 
self up the proverbial creek. Howev- 
er, all too often, such programs arc 
used by people who defraud program 
authors and publishers by pirating 
protected disks. 

On the other hand, I confess to 
regularly having had short-term, but 
quite fanatic addictions to certain 
games. Several years ago. I was 
hopelessly addicted to Jump Man. 
and when the disk finally died from 
overuse, I spent a traumatic few 
weeks waiting for a replacement 
from Epyx. 

Even worse was the time my 1 'isi- 
Calc disk got zapped and I was un- 
able to run financial projections for 
my business for several weeks. And 
today, with more than 70 vital 
spread sheet files on hard disk, I wish 
I could copy my Lotus 1-2-3 pro- 
gram onto the same hard drive. 

Situations like these make me re- 
alize that a copier program has a 
legitimate place in the software li- 
brary of the law-abiding user. So 
when A -Copier from MegaSoft ar- 
rived, 1 decided to use it to transfer to 
my hard disk several games that 




some of the same problems have resur- 
faced in the ST market as publishers 
rushed software to dealers' shelves be- 
fore it was completely debugged and 
documented, but things seem to be im- 
proving as the market matures. 

In addition to being bug-free, the 
quality software that users have a right 
to expect should be easy-to-use. We are 
not talking about simplified commands, 
we arc advocating flexible products that 
can be configured by the consumer for 
convenient use on his system. We would 
rather sec development money spent on 
the software and documentation than 
investing in the newest protection tech- 
nology. 



There was a time when distributing 
software with copy protection was justi- 
fiable and acceptable. Even though they 
were forced to resort to implementing 
copy -protection schemes, some publish- 
ers tried valiantly to reduce the inconve- 
nience to the user by offering a second 
disk for a nominal fee. distributing two 
disks in a single package, or allowing 
copies to be made that require a key 
disk. However, with the growing popu- 
larity of mass storage devices such as 
hard disks and RAM drives, we submit 
that the time has come to say good-bye 
to copy protection on productivity ap- 
plications. 

The second ingredient in the recipe 
for software success, documentation, is 
often the most neglected aspect of the 
product development process. This is a 
grave error — especially in the ST mar- 
ket. Thanks to the desktop metaphor of 
GEM. most ST products are relatively 
simple to operate, and astute users can 




A Copier 



System: Atari ST 

Price: $39.95 

Summary: Speedy floppy disk copy 

program to back up some, but not all, 

protected software. 
Manufacturer: 

MegaSoft Ltd. 

P.O. Box 1080 

Battle Ground. WA 98604 

(800)541-1541 



were getting a lot of use (Shanghai 
from Activision and Plutos from 
Mindscape). 

The documentation for A-Copi- 
er— about 2 'A single-spaced pages- 
is on the disk in a README file. Ty- 
pographical errors notwithstanding, 
the instructions are clear and con- 
cise. 

A-Copier makes three kinds of 
copies— a normal sector copy, a nor- 
mal sector copy with formatting, and 
a nibble copy. In all modes, the pro- 
gram will copy from drive A to drive 
A. A to B, B to A. or B to B. Unfortu- 
nately, it will not copy at different 
step rates to compensate for slight 
speed variations in non-Atari disk 
drives. 



The main difference between the 
first two modes (which are intended 
for use with unprotected disks) and 
the copy routine built into TOS is 
that A-Copier is much faster. Also, 
A-Copier reports any errors encoun- 
tered and makes multiple copies 
automatically. 

The third mode, nibble COOT, sim- 
ply reads and writes each of the 79 
lorNI ) tracks, one at a time. It has no 
options, and it either works or it 
doesn't. In the case of Shanghai and 
PlutOS, it didn't. So l tried A-Copier 
on some older programs [Hacker 
from Activision and Silent Service 
from MicroProse) and found that it 
worked correct l>. 

\\ e are told by MegaSoft that new 
versions are being released on a regu- 
lar basis. But depending on the price 
of the software you want to copy, you 
might find it more reasonable to buy 
a duplicate from the publisher if and 
when you need it than to buy an 
updated copy of A-Copier. Further- 
more, I find the inability of A-Copier 
to back up to a hard disk an unac- 
ceptable limitation. 

If speedy copying and formatting 
of unprotected disks or backing up of 
older disks is important to you. you 
might find A-Copier worthwhile. 
But if you want to back up newer 
programs or transfer programs to a 
hard disk, save your money. — DHA 
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get by without a manual. This makes ST 
programs particularly inviting targets 
for piracy. 

The trick is to make people want to 
own the manual because it provides 
greater understanding of the features 
and makes the program more useful. 
Illustrations and step-by-stcp examples 
should be used generously, and the en- 
tire effort should be edited and proofed 
by a competent editor. Consumers want 
to feel that they are getting their mon- 
ey's worth, and user guides consisting of 
a few poorly photocopied pages just 
don't cut it anymore. 

Documentation that enhances or 
works as an integral part of the product 
goes a long way toward reducing the 
motivation to pirate. The folks at lnfo- 
com figured this out long ago and have 
been enhancing their adventure pro- 
grams with packages of clever goodies 
for years 

Finally, to reduce the appeal of pira- 
cy, publishers should entice consumers 
with unsurpassed customer support for 
registered owners. Too often the user is 
left completely to his own devices once a 
purchase is made. To many people, the 
comfort of knowing that technical assis- 
tance is only a phone call away is worth 
a great deal — often more than the price 
of the program. 

Company newsletters are another ex- 
cellent way to provide after-sale sup- 
port. By including news of product up- 
dates, announcements of new products, 
suggestions for novel applications, 
question and answer sections for sophis- 
ticated packages, and so on. publishers 
can increase customer loyalty and re- 
duce the desire to pirate. 

What Can Yon Do? 

If you are asked to pirate a program. 
resist the temptation and. to borrow a 
phrase from our First Lady. "Just say 
no." We know how difficult it is to tell a 
friend that he can't have a copy of that 
new package you've been bragging 
about, but if the program is so good, 
give him a demo and let him buy his 
own. After all. why should he get a free 
copy after you spent your money to pur- 
chase the original? Wouldn't that quali- 
fy you for the Chump of the Year 
award? 

As we explained earlier, most Atari 
software publishers are small opera- 
tions and as such are extremely respon- 
sive to feedback they receive from their 
customers. If you feel strongly about 
copy protection, let the firms whose 
software you admire know of your dis- 
taste for these schemes. Open a dia- 
logue by writing a letter. Conversely. 



support the brave companies that sell 
only unprotected software as a matter 
of policy. They trust you and deserve 
your respect in return. 

If you are aware of any pirate activi- 
ties, you owe it to yourself and your 
fellow Atari users to inform the Soft- 
ware Publishers Association as well as 
the firms whose products are being dis- 
tributed illegally. For a while last year. 
Gordon Monnier of MichTron was of- 

Publisher's Views 



fering his company's products as a 
bounty to anyone who turned in a cer- 
tain number of pirate bulletin boards. 

While MichTron's approach isn't 
typical, all software publishers appreci- 
ate your help in stemming the loss of 
sales caused by piracy. If you have any 
useful information, contact the Soft- 
ware Publishers Association. 1101 Con- 
necticut Ave.. N.W., Ste. 901. Wash- 
ington. DC 20036. ■ 




Neil Larson tells why his company 
has abandoned the Atari market 



While doing research for this arti- 
cle, we spoke with several software 
publishers who admitted that they 
were discontinuing development of 
software for Atari computers as a 
direct result of piracy. However, be- 
cause most still have Atari products 
on the market, they were loathe to 
make their statements for the record. 
One exception was Neil Larson, au- 
thor of MaxThink, the idea proces- 
sor, and president of MaxThink, the 

company. 

Neil spent $40,000 and a year of 
his life developing MaxThink for the 
IBM PC. Since the program was re- 
leased in 1984 the company has 
grown to eight employees and re- 
ports just under $1 million in annual 
sales. 

Based on the success of Max- 
Think for the IBM. Neil decided to 
port the program over to the Macin- 
tosh and Atari ST computers. Even 
though the ST version of MaxThink 
sold for $59 (the PC and Mac ver- 
sions cost $30 more), sales have been 
so poor apparently due to piracy— 
that Neil has decided to withdraw 
from the Atari market altogether. 

•\\ hen Atari released the ST, 
they aimed at a different market seg- 
ment by keeping the price low rela- 
tive to Macs and PCs. This appealled 
to counter-culture people who don't 
necessarily value property rights as 
much." Neil told us. He then re- 
called the time he demonstrated 
MaxThink at an Atari user group. 
The members yawned, saying. 
"We've seen this before. Heck, its 
been on bulletin boards for months." 
Neil thinks that the bulletin 
boards contribute greatly to the 
spread of piracy. "Atarians are loyal 
to their bulletin boards." he says, 



"and they post pirated software as a 
way of winning friends. The Macin- 
tosh | which has a piracy problem, 
but one that is not nearly as bad as 
the ST's]. on the other hand, has its 
own cult following among supercil- 
ious yuppies who pirate in the name 
of religion." 

Instead of resorting to copy pro- 
tection. Neil updates his program 
frequently. He "pushes technology 
to make old versions of MaxThink 
obsolete every six months." 

In the IBM market. Neil has man- 
aged to develop a strong personality 
for his company and its products. 
This was accomplished by emphasiz- 
ing the smallness of his operation to 
elicit sympathy and by charging a 
low price to build loyalty. In the fu- 
ture, he plans to pursue markets that 
will look out for software publishers' 
interests, such as the Federal govern- 
ment, which enforces a policy of fir- 
ing anyone caught with pirated pro- 
grams. 

Before giving his hand to soft- 
ware, Neil was in the diamond busi- 
ness. "When a diamond dealer mis- 
represents his goods, or rips you off 
in some way, it is customary to po- 
litely say 'That diamond is not for 
me' and then never do business with 
that individual again." After hib 
painful venture into the ST market. 
Neil is ready to call it quits. To para- 
phrase the diamond industry axiom. 
"That machine is not for him." 

Neil believes that the popularity 
of emulators such as PC-Ditto and 
Magic Sac indicates that "the ST is 
becoming an orphan machine for 
which fewer and fewer companies 
\sili develop new products." unless 
something his done to stop software 
piracy right now. ■ 
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J\{ ATARI DEALER DIRECTORY J\{ 

The following is a list of dealers who carry Atari products. Please patronize 
them and mention Atari Explorer when you do. Dealers: List your store 
here. Call Julie Winston at (201) 543-6007 for details. 



NEW ENGLAND 



HRNOS ON CO0IPUTER5 



99-B LARRABEE PLACE 
WESTBROOK. ME 04092 




207-854 1155 
20 r «;■« 7H7 



Sales & Service 

Specialist for 

ATARI & 

COMMODORE 
COMPUTERS 



A 



Software for ALL MAJOR 
COMPUTERS Supported ATARf 



Soft Ware Haus 

49 Beale St. 
Quincy. MA 02170 
(617)770-3899 

In business since 1983. Full line of Atari 
hardware and software. Authorized re- 
pair center. Layaways available. Major 
credit cards accepted. 20 % discount on 
software if you mention this ad. 




425 Kings Highway East 

(Route 1) 

Fairfield. CT 06430 

(203)336-3100 

Largest Atari ST dealer in the state of 

Connecticut. Voted one of "The Best of 

Fairfield County" in the Fairfield County 

Advocate's annual reader poll. All ST 

software at least 20% off all the time. 



METROPOLITAN 
NEW YORK 



Island Software 
and Computer Service 

35 Middle Country Rd. 

Coram. NY 11727 

(516)736-1001 

HARDWARE-SOFTWARE-REPAIR 

We are the oldest authorized Atari dealer 

and service center on Long Island. Over 

500 software titles in stock. Full line of 

accessories and peripherals. 



Park Avenue Video Center 

260 Park Ave. S. (21st St.) 
New York. NY 10010 
(212)505-0930 

Full line of ST and 8-bit hardware and 
software. Full-service Atari dealer also 
carrying other major brands of peripher- 
als. Best price, best service. 

Software Station 
129 Rockaway Townsquare Mall 
Rockaway. NJ 07866 
(201)328-8338 
and 

7 Headquarters Plaza Mall 
Morristown. NJ 07960 
(201)455-7858 
and 

Princeton Forrestal Village 
Princeton. NJ 08540 
(609)520-1212 

Atari lovers. Atari owners. Atari software. 
Atari hardware. We go together at Soft- 
ware Station. The Atari lover's store. 8- 
bit and ST. 25 % off software with this ad. 



The Home Computer Store 

1 2006 Bustleton Ave. 
Philadelphia. PA 19116 
(215)934-6999 

Authorized Atari repair dealer specializ- 
ing in the 8-bit and ST. We provide on-line 
help. Visa, MasterCard, and American 
Express accepted. 
One-Stop Shop for the Atari. 



MIDATL ANTIC STATES 
and SOUTHEAST 



csxgfa 



Applied Computer Associates 

Gaithersburg. MD 
(301)948-0256 
and 

Chantilly. VA 
(703)631-5377 

Authorized sales and service for 8-bit, 
ST. and Mega ST. Major credit cards ac- 
cepted. 

Co.npuVision Computer Centers, Inc. 
Route 3. Old Mill Rd. 
Northway Shopping Center 
Millersville.MD 21108 
(301)987-0998 

Full-service authorized Atari dealer spe- 
cializing in the ST. Over 1000 software 
titles in stock 



Home Computers Co. 

1055 Taylor Ave. 

Towson (Baltimore). MD 21204 

(301)337-2733 

Atari 520ST and 1040ST systems 

• 130XE computers •Full line of disk 

drives, printers, etc. «Huge software 

library ©Major credit cards. 



Elden Computers 

1 Ramu Rd. at Toporock 

Charleston. WV 25332 

(304) 344-2335 

Near C&P Telephone off MacCorkle. 



McDonald's Computer Center 

4921 E. Colonial Dr. 
Orlando. FL 32803 
(305) 894-2270 

One of central Florida's largest Atari-only 
dealers. Authorized Atari service and re- 
pair. Complete line of accessories for ST 
and 8-bit. 



MIDWEST 



Digital World Co. Inc. 
7 1 1 Army Trail Rd. 
Addison. IL 60101 
(312)543-9000 

DigitalWorld has been a full-service au- 
thorized Atari dealer since 1981. We pro- 
vide a total sales, education, and repair 
(in store) service environment for the 
Atari customer. 



Software Plus 

731 West Dundee Rd. 

Wheeling. IL 60090 

(312)520-1717 

and 

2001 West Irving Park Rd. 

Hanover Park, IL 60103 

(312)837-6900 

and 

6212 Northwestern Ave. 

Chicago. IL 60659 

(312)338-6100 

Authorized hardware and service center 

serving the Chicago area. 
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SOUTHWEST 



Mars Merchandising 

Electronics for Earthlings 
15 W. 615Diversey 
Elmhurst, IL 60126-1257 
(312)530-0988 

Commercial and public domain software. 
Manufacturer of 30+Mb hard drives and 
5.25" PC-Ditto compatible drives. Ca- 
bles, synthesizers, telephones, video 
game cartridges, musical accessories 
and more. 

Micro-RAM Computer Systems Inc. 

2615 N. University Ave. 
Peoria, IL 61604 
(309) 682-2080 
(309) 682-2748 (24-hr. BBS) 
The largest Atari ST software selection in 
central Illinois. Authorized service on 
Atari. Star Micronics, and IBM compati- 
bles. We sell the best, and fix the rest. 
Mention this ad and save $$$. 

United Computer, Inc. 

5906 Sheldon Rd. 

Canton. Ml 48187 

(313)459-4340 

We handle the full line of Atari hardware. 

software, and accessories. Authorized 

Atari and Panasonic repair center. 

B and G Electronics Inc. 

15729 Madison Ave. 

Lakewood. OH 44107 

(216)521-2855 

Authorized Atari sales and service for the 

Cleveland area. Full line of 8-bit and ST 

software and hardware. Open Mon-Sat, 

10-7. Major credit cards. 

Fairborn Home Computer 

2602 Colonel Glenn Hwy. 

Fairborn. OH 45324 

(513)429-3116 

and 

Springfield Home Computer 

1475 Upper Valley Mall 

Springfield. OH 45504 

(513)323-9982 

Full Atari sales, service, and rental. 

Video Express 

6016 E. Main St. 

Columbus. OH 43213 

(614)866-2685 

and 

Computer Express 

800 Bethel Rd. 

Columbus, OH 43214 

(614)451-1440 

Full range of Ataris: 2600. 7800. new 

Atari XE game machine. 8-bit. ST. and 

Mega Ataris. Software and hardware. 



Computer Works 
4337 W. Bethany Home Rd. 
Phoenix. AZ 85301 
(602) 246-6364 

We offer the best support and service and 
the largest selection of software and peri- 
pherals in the Phoenix area. 

Wedgwood Rental 
5316 WoodwayDr. 
Ft. Worth. TX 76133 
(800) 433-2938 

Software Rental: Atari. ST. IBM. C64. Ap- 
ple. Call for free list. Thousands of titles. 
Major credit cards accepted. 

Computers to Grow 

7046 Bissonnet 

Houston. TX 77074 

(713)777-1673 

Authorized Atari sales and service. Open 

1-9 Mon-Fri. 1-6 on Sat. and 10-6 on Sun. 

Now in our fourth year of saving you up to 

60% over inflated mall prices. 

The Floppy Wizard 

217 Memorial City Mall 
Houston. TX 77024 
(713)461-8660 

Full-line authorized Atari dealer and re- 
pair station. In business since April 1983. 
Atari is our number one selling line in the 
store. 



UTAH 




MANIA 



4387 Harrison Blvd. 
Ogden, UT 84403 
(801)479-0777 

and 



360 S. State St. 
Clearfield. UT 84015 
(801)776-5400 



1215 East 3300 South 
Salt Lake City. UT84115 
(801)485-9922 

and and 

273 West 500 South 21 N. Main St. 
Bountiful . UT 840 1 Logan . UT 8432 1 
(80 1 ) 295-8003 (80 1 ) 753- 1 399 

Coming soon to Edmonton, Alb. 

Software Hut 
1 1 1 East 300 South 
Salt Lake City. UT 841 11 
(801)355-0066 
and 

1839 West 3500 South 
West Valley City. UT 84119 
(801)974-0110 

Authorized Atari-only dealer specializing 
in the 8-bit and ST. Large selection of 
software: MIDI, desktop publishing, edu- 
cation, entertainment, and business. 



CALIFORNIA 



Consumer Electronic Store 
335 S. State College 
Fullerton.CA 92631 
(714)447-8300 

Authorized Atari service center and deal- 
er. In business for over 18 years. 8-bit and 
STs. Complete line of hardware and soft- 
ware. Major credit cards accepted. 



COMPUTER-CUTLET 

5945 Mission Gorge Rd. 

San Diego. CA 92120 

and 

630K Nordahl Rd. 

San Marcos, CA 92069 

(619)740-0111 

Send for FREE! newsletter, the OUTLET. 

Always first on the West Coast with new 

ST products! Authorized Atari sales and 

service center. 




Logical Choice for Computing 

6116 Lankershim Blvd. 

N. Hollywood. CA 91606 

(818) 760-0738 

Logical Choice for Computing is an Atari 

only dealer. We specialize in the needs of 

ST and 8-bit users. Open seven days a 

week. 

Mid-Cities Comp/Soft 
9406 Flower St. 
Bellflower, CA 90706 
(213)867-0626/8994 
Full Atari ST specialty store with over 500 
titles in stock, including professional MIDI 
software. Also a wide range of 8-bit soft- 
ware and peripherals. 

San Jose Computer 

"The Atari Store" 

1844 Almaden Rd. #E 

San Jose, CA 95125 

(408) 723-2025 

and 

3248 El Camino Real 

Santa Clara, CA 95051 

(408) 247-0502 

We mean business and we sell Atari. 



PACIFIC NORTHWEST 



yum 



14100 N.E. 20th 

Ste. 105 

Bellevue. WA 98007 
(206) 643-9697 (206) 562-0 1 28 (BBS) 
Full-service authorized dealer — Atari 
only. 
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Avoiding Computer Widowhood 



Many thousands of people have 
already received or are about 
to receive Atari computers as 
holiday gifts. Many of them have re- 
ceived their new computers from unsus- 
pecting spouses— husbands and wives 
who remain blissfully unaware that 
married life may never be the same. 
Take, for example, a couple my wife 
and I know who acquired an Atari not 
long after we did. CE (for Computer 
Enthusiast) is. if anything, more intoxi- 
cated by the possibilities computers of- 
fer than I am. Modems, music pro- 
grams, greeting cards— it's all grist for 
his mill. 

As there are only 24 hours in each 
day. and as CE has to toil for his liveli- 
hood during most of the daylight ones, 
however, he has been know to start a 
session with his Atari in the early eve- 
ning and not finish until three or four in 
the morning. 

This docs not sit particularly well 
with LS. his Loyal (or should that be 
Long-suffering?) Spouse, who labors 
under the apprehension that the reason 
they married was to be able to spend 
more time together. 

When you come to know two people 
well, you also come to share, to some 
extent, their dilemmas. So Bonnie (my 
own long-suffering spouse) and I have 



had a fair number of discussions with 
CE and LS. in most of the possible com- 
binations (one of us with them, one of 
them with us. and so on), on the subject 
of how a couple can acquire a computer 
without losing- or damaging — a mar- 
riage. In the process, we have formulat- 
ed some rough-and-ready principles 
that we want to pass on in hopes of 
helping others to integrate computers 
into their relationships. 

Bibliography 

Let's begin with a short bibliography. 
II the amount of time one of you spends 
at the computer is a source of conflict 
between you and another person, you 
may find The Intimate Enemy by 
George E. Bach to be useful reading. 
Bach sets forth a procedure by which 
two people can argue and reach a result 
that is. at the minimum, acceptable to 
both. 

You don't have to adhere exactly to 
Bach's scheme to benefit from his book, 
however. The point is that if you operate 
according to a set of ground rules, rath- 
er than letting your disagreements grow 
broader, get out of control, and last too 
long, you can narrow their scope, con- 
centrate on the most crucial aspects, 
and ultimately achieve a solution that 
both of you can live with. 



By FRANK KOFSKY 



In a more general way, the first 181 
pages of The Road Less Traveled by M . 
Scott Peck are valuable for the empha- 
sis they place on the art of balance — an 
art that anyone who hopes to do justice 
to both a spouse and an Atari will surely 
need to master — and the disciplines 
they propose for mastering it. (The sec- 
ond half of Feck's book unfortunately 
degenerates into drivel, but that does 
not invalidate what he has to say prior to 
the midpoint.) 

With that introduction. I offer the 
following suggestions that may prove 
useful to couples of which one member 
is a CE and the other, an LS. 

For the CE 

• Listen. Another way of saying the 
same thing: take your partner seriously, 
especially his or her grievances. It is 
tempting to do nothing when confront- 
ed with such grievances, on the assump- 
tion that the storm will sooner or later 
blow over and you won't have to take 
time for A Serious Discussion, won't 
have to make any concessions, and so 
on. 

Men, in my experience, are particu- 
larly susceptible to this temptation. If 
you yield to it. however, you run a seri- 
ous risk of w inning the battle but losing 
the war (see Peck's argument on defer- 
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David Ahl's 

Basic Computer 
Adventures 



"Starting from Venice in the year 1271. 
yon travel l>\ sailing ship to Armenia, 
whence urn set out Ofl a 6000- mile trek 
over the Silk Road to the court of the Great 
Kuhlai Khan in Shang-tu. Cathay. You 
have clothing, balms, and unguents that 
VOU brought from Venice, but you must 
barter for camels, food, and other supplies 
in \nmnu 

Thus begins the computer simulation of 
the journey of Marco Polo, in which you. 
with the help of a jx'rsonal computer. I>c- 
oome the leader <>• ■> group of merchants 
on a most unusual business trip. On the 
way, > « >ii most deal with many hazards 
and problems injured camels, sandstorms, 
bad water, marauding animals, and savage 
bandits hi addition. VOU must make wise 
decisions about trading jewels for food. 
clothing, cr o s sb ow arrows, and medieine 

Marco I'olo is just one of 10 realistic and 
accurate computer journeys in the big 272- 

page book, Basic Computer Adventures. 
Each simulation is accompanied by a storv 
of the actual historical journey, a map, i 
Basic program, and a detailed explanation 

ol the program. 



Some ol the journev s are 

• The round-the-world flight 
attempt ol Amelia Kurliarl 

• \ treacherous covered 

wagon trek over the 
( Oregon Trail. 

• A dangerous turn- 
of-the-ccntur\ auto- 
mobile race. 

• A da) delivering 
packages using the 
\ Y Subwa\ system 

• A mysterious trip 

on the famous 
< )iient Express. 

The programs 
are w ritten in Standard 
Microsoft Basic- and ran Ih' easiK 
Converted U) Atari ST Basic -\ disk with 
eight ol the ten panics alreads converted 
to the ST is also available. 

If your local retailer does not stock Da- 
vid Ahl's Basic Computer ideentures, 

\mii ,an order the lxx>k directlv for $10.00 
postpaid The UariSTdisk availableonly 

b\ direct order! costs $15 (M) book and disk 




together sell lor 

$25.00. Foreign customers 

must add $1 00 lor surface deliver] or 
S5(Ml for .hi Send payment by check or 
\Kiinl S Kinds to David AM, 12 Indian 
Head Road, Morristown, \j 07960 



***************** 



Computer Success !!**** 



***************** 



rTlDDEmS: 100% Hayes Compatible, Free online time and software worth $200, 
speed selectable, speaker, tone or pulse dial, volume control, auto dial, 
auto answer, full/half duplex, Bell 103 and 212a,panel lights, 1 year warr. 

2400 Baud only $15829// 1200 Baud only $79.99/ '/modem cable only $9.95 

WORKS GREAT WITH ATARI ST OR ATARI 8 BIT COMPUTERS!" BEST MODEM VALUE ANYWHERE!!! BEST QUAUTV. BEST PRICE. MOST FREE STUFF INCLUDED!! 

5-1/4" Disk Drive- for PC-Ditto- IBfTl style- by Paradox-read or write PC disks 
on the ST, and combined with PC-Ditto available seperately, you can make 
your ST into a PC clone !! DSDD 360K !! special- only $169.99 MM! 



OTHER SPECIALS: PC Ditto- $67.95 

Panasonic 1080i 159.95 
Panasonic 1091i 188.95 
Star NX-10 159.95 

Star NP-10 144.99 

Magic Sac Plus 105.99 



**** 



ALLPO SOFTWARE S4.9* 
AVAILABLE FOR STXACUBM: 
SIDEKICK CLONE $4.99 
W0RDPR0CC-ANV COMPUTER 



ATARI 1040STand 520ST: **** 
we carry at best price 
call for lowest quote! 
cost of call deducted with order 
we carry all Atari related products 
at the lowest prices in the USA!! 



OR TELC0M S4.99 ..._-.„ . 

PRINTER CABLES:$9.99. CALL FOR COMPLETE SOFTWARE SELECTIOH OR FOR PRICE ON THE SOFTWARE OR HARDWARE VOU WAHT TO PURCHASE FOR BEST PRICE! 

TO ORDER: send check or money order to: Computer Success, P0 BOX 3031 Wayland Square, 
Providence. BL 02906. Phone 401-751-0038. master caro and visa accepted-but add sy. for bank fee, add for shipping; 

unncuc mcv nRHffS «• PRINTFRq 57 SOFTWARE 53 FOR UP TO 4 TITLES. $5 FOR OVER 4 TITLES-ALL SALES FINAL.ALL ITEMS NEW FACTORY FRESH WITH 
mLl WARRANT?! WE TA 6 KE QUOTE. WE WILL BE-T ALL PRICES AND HAVE MANY OTHER ITEMS NOT IN ADD- 
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ring gratification). 

I could not even begin to tell you how 
many divorces 1 have observed in which 
the woman, after 10, 15, or even 25 
years of having both her wishes and her 
grievances ignored, simply gets fed up 
and leaves. 



working with a computer give you the 
most pleasure. Trust LS enough to take 
him or her into your confidence. 
Chances are that your partner doesn't 
want to deprive you of your fun, but just 
wants to enjoy the pleasure of your com- 
pany. 



ShOW yOUrSelf Willing tO do the hard work required 
to hammer out a compromise that is mutually satisfactory. 



• Make your word as good a your 
bond. If you have worked out an ar- 
rangement with your LS, stick to it. 
You may think that once you have ar- 
rived at an agreement, your difficulties 
are over. In fact, they arc just begin- 
ning. Now you have to marshal enough 
strength of character to hold up your 
end of the bargain — even when it is not 
particularly easy or convenient to do so. 

•Show yourself willing to do the hard 
work (another of Peck's disciplines) re- 
quired to hammer out a compromise 
that is mutually satisfactory. If LS 
should happen to pick the Worst Possi- 
ble Moment to begin a discussion of 
your inclination to glue your face to the 
screen of a monitor for hours on end. 
don"t counter by attacking your mate 
for being selfish and inconsiderate. 

A more productive response is to ex- 
plain that it is difficult for you to discuss 
the matter right now, emphasizing that 
you will be happy to talk about it later. 
Then propose a date and time for that 
discussion. When that time comes, be 
sure that you make yourself available: 
taking the initiative is better still. 

Along the same lines, avoid assuming 
an all-or-nothing position. If LS pro- 
poses an arrangement that you think is 
unfair, don't just abandon the negotia- 
tions. Instead, suggest some concrete 
changes that will make the proposed 
arrangement more equitable from your 
perspective. 

• Be honest and objective — yet anoth- 
er of Peck's disciplines — especially 
about yourself and your motives. Don't, 
for example, hide behind the excuse 
that you "have some work that you hare 
to do" on the computer. Instead, be 
truthful with yourself and LS by admit- 
ting that you derive considerable enjoy- 
ment from the time you spend at the 
computer. 

You may even want to use this article 
to initiate a discussion, during which 
you can explain to LS what aspects of 



• Don't make the mistake of thinking 
that all your problems will be solved if 
you can just interest LS in your Atari. It 
won't work, for the simple reason that if 
you have come to the point of discussing 
the computer as a source of friction in 
your lives, LS probably resents the com- 
puter and views it as a dangerous rival. 
You might just as well try bringing 
home your lover in the hope that lover 
and LS will become good friends. 

For the LS 

• Don't nag and don't whine. Discus- 
sions that begin with sweeping general- 
izations — "You never spend any time 
with me any more." is a good exam- 
ple — are unlikely to end with reason- 
able compromises. 

• Likewise, be specific. Rather than 
formulating a catch-all indictment that 
denigrates CE's taste, relatives, intelli- 
gence, personal habits, etc. — a barrage 
that will only net you repayment in 
kind— present your partner with a de- 
tailed analysis. "Look," you might say, 
"here is how we have spent our evenings 
during the last two weeks." presenting 
CE with a written accounting that es- 
tablishes your point irrefutably. 

This approach avoids the unneces- 
sary hurt feelings that a generalized as- 
sault invariably produces and demon- 
strates your seriousness of purpose and 
the fact that you have done your home- 
work. Caught, albeit gently, dead to 
rights, CE will have a hard time ducking 
your invitation to discuss the situation. 

•The same approach should apply to 
reaching a solution. You are much more 
likely to get a measure of satisfaction by 
suggesting — specifically — that the two 
of you reserve certain times to be with 
each other than you are by telling CE — 
generally — that you want to spend 
more time together. 

A general proposal invites a general 
rejection. A specific proposal, on the 
other hand, tends to draw the other per- 



son into a consideration of the relatively 
minor details of a solution that is al- 
ready acceptable to you. In other words, 
your battle is half-won, if you can focus 
the discussion on the details of the 
agreement that you hope to reach. 

• Be willing to compromise but be 
persistent. If CE doesn't want to talk 
about this issue when you first bring it 
up. ask when it would be more conve- 
nient to do so—and make sure that you 
get a date and time before you agree to 
drop the subject for the time being. 

If CE doesn't like the first proposal 
you present, ask for suggestions. Then 
feel free to make a counter-offer, and so 
on. If you are serious about the need for 
change, you must make CE understand 
that you are simply not willing to settle 
for less than a situation that you can 
both tolerate, even if it doesn't give 
complete satifaction to either one. 

• Because you are the one who seeks 
to initiate a change, it will probably be 
up to you, especially at the outset, to see 
that your new arrangement is honored 
in deed as well as word. This isn't fair; 
but then, as Jimmy Carter once ob- 
served, life is not fair. 

Don't fall into the trap of believing 
that just because the two of you have 
worked out an agreement it will be self- 
enforcing. The statute books are replete 
with laws that were enacted and then 
left to their own devices (55 mph. any- 
one?). Your agreement will suffer the 
same fate, unless you work to sec that it 
is enforced. 

CE was obviously content with the 
status quo. and given half a chance, 
would probably be delighted to return 
to it. It is your task, therefore, to ensure 
that he or she does not get that half a 
chance. 

If. moreover, you do not apply contin- 
ual gcntle-but-firm pressure on your 
partner to keep the bargain, you can be 
sure that CE will quickly conclude that 
your grievance must not have been too 
serious in the first place. Once that hap- 
pens, the likelihood that you will be able 
to get him or her to pay attention to this 
or any other complaint is drastically re- 
duced. 

For CE lid LS 

Don't be afraid to carry on your dis- 
cussion in front of good friends whom 
both of you trust. The presence of others 
will compel you to be on your best (most 
rational) argument behavior— adher- 
ing to reason, avoiding gratuitous per- 
sonal attacks, and the like. 

Your friends need not act as referees; 
their mere presence should suffice to 
keep both of you on your toes, thus en- 
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suring thai your discussion is focused 
and productive. 

These suggestions, of course, are 
meant only to provide a starting point. 
Every couple will evolve its own particu- 
lar style for resolving disagreements — 
regardless of whether the subject is 



computers or something else. What is 
important is not the precise nature of 
the guidelines that you set up, but rath- 
er the fact that the two of you have 
considered, discussed, and agreed to be 
governed by them. 

If they are to work, your guidelines 



must be acceptable to both parties, and 
both parties must pledge in advance to 
abide by them. No procedure under the 
sun will enable you to resolve your dif- 
ferences in a mutually satisfactory way. 
unless both of you are acting in good 
faith— for that there is no substitute. ■ 



Computers Are Fun 

True confessions of a man who bought an Atari to process words 



If you have had your Atari for a 
while you already know what thou- 
sands of new users are about to find 
out: Computers are fun. This bit of in- 
formation is not usually widely broad- 
cast. Indeed, aside from reviews of 
game software, I don't remember ever 
seeing an article that discussed the use 
of a computer simply for having fun. 

All of which is understandable, when 
you think about it. The companies that 
manufacture computers sell them pri- 
marily on the basis of improving em- 
ployee productivity, reducing expense*, 
and so on. You would hardly expect a 
firm to tell prospective buyers that those 
same employees will enjoy themselves 
more if they fool around on the comput- 
ers we make rather than those produced 
by our competitors. (Doesn't the preva- 
lence of this kind of thinking explain 
why the same investors who can barely 
contain their enthusiasm when the stock 
of a business software manufacturer is 
offered to the public react with fear and 
trembling when a publisher of games or 
educational programs brings its stock to 
market?) 

The identical logic rubs off on the 
person who buys a computer for use in 
his home. Because the expense is rela- 
tively great, he feels he must justify the 
purchase — especially if he has a wife 
and/or children. 

The larger the family, the more nec- 
essary the justification. Children al- 
ways need (or at least want) new 
clothes: furniture is always in need of 
replacement: the car almost always re- 
quires service. And you, you selfish 
swine, are thinking about spending all 
that money on a toy for yourself. What 
nerve! 

Hence, discussions about computers 
are usually conducted in sober tones. 
And yet, the fun remains; you just don't 
hear much about it. 

I, too, was a skeptic, and the realiza- 
tion that computers provide marvelous 



opportunities for having fun took a 
while to sink into my head. I bought a 
computer primarily for what I consider 
a negative reason — using one, I hoped, 
would reduce the work and tedium of 
writing — not because I would actually 
enjoy writing with it. which would have 
been a positive reason. 

I suspect that many other people 



/ bOUgM a computer 
primarily for what I consider a 
negative reason. 



would likewise find it difficult to ratio- 
nalize the purchase of so expensive an 
item on the grounds that it might simply 
enable them to have a good time. 

It would be too much to say that writ- 
ing has suddenly become an orgy of 
pleasure since I acquired my Atari 
ST — such is the stuff of Madison Ave- 
nue fantasies, not reality. The computer 
does make the writing go faster, and 
heaven knows 1 appreciate the immea- 
surable convenience of making revisions 
on a screen rather than a piece of paper 
(when was the last time you wore a hole 
in your monitor with an eraser?). Still, 
writing is inherently a painful, solitary 
process that takes all the energy and 
concentration one can muster. It can be 
called many things, but fun is not one of 
them. 

So. whence comes the enjoyment that 
I spoke of earlier? Everyone, of course, 
will answer this question in a different 
way. For some, the reason will be simple 
and straightforward: games and enter- 
tainment software. But I own a grand 
total of a single game and haven't even 
looked at it in months. For me. there- 



fore, the answer lies elsewhere. 

I have concluded that what appeals to 
me most about working with the com- 
puter is the power that it puts in my 
hands. Things that before I could never 
do — never even consider doing — I can 
now accomplish routinely. And al- 
though some of the games I have seen 
are truly impressive, there isn't one that 
can impart the sense of being able to 
control a part of my world that that I get 
from even such mundane operations as, 
say. moving or renaming a file. 

Please don't misunderstand. If you 
derive enjoyment from games, I would 
be the last to deny it to you. But for me, 
pleasure comes from a different 
source — from being able to arrange 
things just as I wish and to make things 
happen as I have visualized. Where oth- 
ers may be excited by a simulated ex- 
cursion beneath the sea or to another 
planet. I am thrilled to find a desk ac- 
cessory or utility that will add to my 
ability to shape the contours of my per- 
sonal microcosm. 

Thus, the program that in some re- 
spects gives me the greatest satisfaction 
is one that has nothing whatsoever to do 
with writing — Degas Elite. Here I must 
tell you that I am in the unfortunate 
position of being sufficiently artistic to 
have had some success as a professional 
landscape photographer while possess- 
ing virtually no talent whatsoever for 
drawing or painting. 

Degas is. therefore, an extremely wel- 
come addition to my software library, 
for with it I can use the computer to 
transfer my graphic ideas to paper — a 
feat I have never before been able to 
achieve. 

I will not pretend that the process is 
an easy one. for 1 am just as clumsy with 
a mouse as I am with pencil, paper, and 
eraser. But with Degas, if I persevere. I 
ultimately get the design I have in mind. 
I may have to proceed on a pixcl-by- 
pixel basis; it may take me hours to 
complete the task; I may be stiff and 
exhausted when I am done — but I am 
exhilarated nonetheless. I have done 
what I set out to do. And what can 
compare with the exhilaration of 
that] M 
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World War H 
Simulations 



8-bit Atari computers contribute 



to the growing popularity of electronic wargaming 



Home computers like those in the 
Atari family have helped mili- 
tary simulations reach new 
heights of popularity in recent years. 
Although millions enjoy non-electronic 
wargaming. the drawbacks of board 
games and miniature soldiers limit their 
popularity to hardcorps devotees. In re- 
cent years, however, computers have 
overcome most of the technical and pro- 
cedural problems that bedevil non-elec- 
tronic military simulations, including: 

• Voluminous documentation. Some 
battle board games have more than 100 
pages of rules in microscopic type. 
Computer wargames transfer most of 
the record keeping and other details to 
the machine, so a small folder is all most 
compu-warriors need to get started. 

• Lengthy setup. 1 1 takes time to posi- 
tion hundreds of unit counters in a non- 
electronic wargamc. Most computer 



programs automatically set up compli- 
cated scenarios. 

• Complex "housekeeping" during 
combat. Sifting through piles of stacked 
units to determine combat odds, linc-of- 
sight. and the effect of terrain and other 
factors chews up huge hunks of time. 
The computer can calculate combat 
odds and report the results of a fight in 
seconds. 

•Scarcity of opposition. It isn't al- 
ways easy for an armchair general to 
find a human opponent of approximate- 
ly equal ability who also likes the same 
kind of wargames. A study of military 
simulation boardgamcrs showed that 
most such games were used— "played" 
is too strong a word — solitaire. Most 
computer battle programs are equipped 



with a robot adversary, and frequently, 
the player has the option of adjusting 
the skill level of the computerized com- 
mander. 

Fighting the "Good War" 

No American war, even the Revolu- 
tion, drew greater civilian support than 
World War II. More than four decades 
after the last shot was fired in the strug- 
gle against fascism, the Second World 
War remains the most popular subject 
for computer wargames by an over- 
whelming margin. Here is a rundown of 
the very best of these games for Atari 8- 
bit computer owners. 

Decision in the Desert and Crusade 
in Europe, both from MicroProse, are 
great for novices. They both use a joy- 
stick-activated command system, which 
quickly moves and fires units in acceler- 
ated real lime. Ed Bevcr and Sid Meier, 
co-authors of these action-strategy pro- 
grams, combine historical accuracy 
with payability in their award-winning 
wargames. 

Decision in the Desert (S39.95), an 
operational level simulation, brings the 
North African campaign to the com- 
puter gaming screen. In the five scenari- 
os, the commanders continuously issue 
orders to the units, which execute them 
as game-time passes. An excellent man- 
ual provides analyses of the individual 
battles and explains the basis for "what 
if?" variations in troop disposition. 

Crusade in Europe ($39.95) focuses 
on the Allied invasion of France in June 
1944 and its immediate aftermath. 
I ighting on the beaches is intense, and 
the mounting tension on both sides as 
the landing force tries to force a break- 
out from Normandy makes this an espe- 
cially exciting subject for a simulation. 

Veterans of board wargames may- 
prefer SSI's more traditional approach 
to military simulations. This West 
Coast company's titles arc the electron- 
ic counterparts of the board games pro- 
duced by Avalon Hill. TSR, and Game 
Designers Workshop. 

Battle for Kormandy ($39.95), like 
Decision in the Desert, covers the inva- 
sion of France and subsequent struggle 
against the entrenched German defend- 
ers. Knights of the Desert ($39.95). 
similarly, is an alternative treatment of 
the North African campaign in 1941- 
42. That is not as redundant as it might 
sound to some non-wargamers. Each ti- 
tle emphasizes different aspects of the 



By ARNIE KATZ and BILL KUNKEL 
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Atari 
Explorer 



The User-Friendly Computer Magazine 



Why did you originally buy an Atari comput- 
er? To do word processing? To compose 
music? To manage your business? To play 
games? Chances are. whatever your initial 
reason for buying an Atari, you've discovered 
that it has many additional capabilities and 
potential applications. 

The flip side of the coin is that you've 
probably experienced some frustration as 
well. Maybe your word processing package 
won't do subscripts or underlining. Perhaps 
your database won't sort on as many fields as 
you need. Or. it could be that when you write a 
program, your whole system acts user-hos- 
tile. 

Depending upon the balance between your 
satisfaction and your frustration, you may 
continue to use your computer or set it aside. 
But there is a better way: Atari Explorer. 

As the premier magazine for Atari comput- 
er owners, it is our responsibility to make sure 
that you get the most out of your computer To 
us. that means making sure your Atari does 
more than you bought it to do, more than 
friends' and associates' computers do. and 
more than you ever imagined a computer 
could do. 

To make sure that you get the most out of 
your computer. Atari Explorer brings you ob- 
jective, in-depth reviews of hardware and 



software; up-to-date information about new 
products: practical tutorials; stimulating col- 
umns; thought-provoking articles; and valu- 
able inside information. 

Hard-Hitting Evaluations 

At Atari Explorer, we obtain new peripher- 
als and software packages as soon as they 
are released. We put them through their 
paces in our on-site laboratory and also in the 
environment for which they are intended — 
home, office, lab. or school. 

Our evaluations are unbiased and accu- 
rate. We are not afraid to call a spade a spade 
or a lemon a lemon. Our first obligation is to 
you. our readers, and editorial excellence and 
integrity are our highest goals. 

Practical and Stimulating 

We know that some of our readers are 
beginners and others are experts. Thus it is 
our responsibility to make what we publish 
both comprehensible to newcomers and in- 
teresting to veterans. That does not neces- 
sarily mean that the material is simple: we 
know you like to be challenged. What it does 
mean is that we provide the inexperienced 
user with every possible means to seize the 
subject matter and make it his own. 

However, we don't want the experts to be 



bored, so although articles are accessible to 
beginners, they are theoretically non-trivial, 
cover topics in depth, and present informa- 
tion on more than one level. 

At Atari Explorer, we are intensely inter- 
ested in all aspects of computing. Ours is the 
magazine of pragmatic applications, commu- 
nicative graphics, stunning animation, mind- 
expanding games, and realistic simulations. 
We take our business seriously, but we have 
fun too. We are convinced that you will, too, 
when you go exploring with the Atari Explorer 
family. 

A Great Deal! Guarantied! 

To order your subscription to Atari Explorer, 
simply fill out the coupon and mail it to the 
address below. There is no risk; if at any time 
your are not completely satisfied, we will 
refund the unfilled portion of your subscrip- 
tion — no questions asked. 

By subscribing now. you'll be on the inside 
track to Atari — the company, the people, and 
the products — you won't miss a single infor- 
mation-packed issue, and you'll save 16% to 
25 % over the newsstand price. Act today! 

Send to: Atari Explorer 
CN961 
Netcong, NJ 07857 



_ ■ Please enter my subscription 
to Atari Explorer at the money-saving rate I 
have checked below. 

USA Canada* Foreign' 

6 issues DS14.95 D$19-95 D$24.95 
18 issues DS39.95 D$54.95 D$69.95 

• Checks must be in US funds 
and drawn on a US bank. 



My computer is: DST D8-bit □Game System 



Name 



Address 
City 



.State 



-Z'P 



C Payment enclosed Q V.sa C MasterCard 



Credit card number 
Expiration date 



Signature 



Send to: Atari Explorer. CN961. Netcong. NJ 07857-0961. 




Decision in the Desert. 



Crusade in Europe. 



conflicts, so an avid compu-militarist 
might well want to have both of them in 
his software library. 

One of the biggest drawing cards for 
World War II games is the extensive use 
of tanks. For some reason, the armored 
fighting vehicle ( AFV) is many players' 
favorite weapons system. 

Panzer Grenadier ($39.95) from SSI 
puts the gamer in command of a regi- 
ment of Hitler's elite mechanized 
troops. The Russians on the Eastern 
Front provide the opposition in this in- 
troductory level contest by prolific au- 
thor Roger Damon. 

A more detailed simulation of WWII 
tactical armored combat is Kampf- 
gruppe ($59.95) by Gary Grigsby for 
SSI. It deals with action on the Eastern 
Front and presents a demanding chal- 
lenge for even experienced military sim- 
ulation fans. 



In Defense of Wargaming 



Military simulations have been 
controversial since Charles Roberts 
created "Tactics" in the mid-1950s. 
Even today, many avid computer 
gamers have yet to add a wargamc to 
their library. Misconceptions often 
die hard, and a fairly unpleasant one 
has dogged military simulations for 
more than 30 years 

Games with a martial theme date 
back to chess, but prc-"Tactics ' 
wargames were abstract. No one 
claims that the Knight realisticalh 
represents the movement and fire- 
power of cavalry, for example. Chess 
embodies the principles of warfare. 



Grigsby is also responsible for a huge 
division-level simulation of the entire 
Eastern Front campaign. War in Rus- 
sia ($79.95) from SSI. Not for the mili- 
tary dilettante, this program is the su- 
preme test of strategizing skill. 

Guderian ($30)from Avalon Hill 
uses a joystick-activated command con- 
trol system to present armored battles in 
Central Russia. The German drive on 
Moscow furnishes an incredible array 
of opportunities to develop strategics 
"on the fly" as these two mighty armies 
pound each other relentlessly. A soli- 
taire option permits the player to take 
either side against a robot opponent. 

Variations on the Theme 

Computer Ambush (S59.95) from 
SSI offers a distinct change of pace 
from other land war titles, because it 
concentrates on the activities of individ- 



but docs not apply them to specific 
situations and actual forces. In con- 
trast, most military simulations pub- 
lished in the last three decades repro- 
duce specific battles and campaigns 
with as much fidelity as possible. 

Some people confuse this realism 
with reality. When an armchair gen- 
eral loses three divisions in a botched 
attack, they grieve over the whole- 
>ale loss of human life. Yet the card- 
board unit marker is no more real 
than a carved ivory Bishop, and few 
players hold high Mass when one of 
those falls to the rival Queen. 

Wargamers are interested in the 



ual soldiers rather than the clash of reg- 
iments, divisions, or even whole armies. 

Designers Ed Williger and John 
Lyon present a dozen scenarios, which 
put combat under the microscope. Each 
unit represents a single soldier's abili- 
ties and frailties. Players move troopers 
individually and then watch the results 
unfold on the map playfield. 

Computer Ambush is no snap to play. 
The simulation is very detailed, and the 
order-entry phases can drag on quite a 
while when the gamer is guiding a full 
squad. The graphics can best be de- 
scribed as drab, but the premise of the 
game atones for its lack of graphic in- 
spiration. 

Field of Fire ($39.95) by Roger Da- 
mon for SSI follows Easy Company of 
the U.S. Army's 1st Infantry Division 
through eight World War II battles. 
The player can re-fight famous engage- 



strategic and tactical problems 
posed by military conflict, not the 
carnage. In fact, many of those who 
protested the involvement of the 
U.S. in Viet Nam enjoy the intellec- 
tual stimulation of a finely crafted 
military simulation. 

If anything, wargames pound 
home the futility of armed conflict. 
The insight into warfare gained in 
the course of solving intricate tacti- 
cal and strategic problems leads 
most military simulation fans to be- 
lieve thai it would be a better world if 
military conflict never left the com- 
puter screen or tabletop. ■ 
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Panzer Grenadier. 



USAAF. 



merits from the North African and Eu- 
ropean theatres against German oppo- 
sition. 

The battles, described in full detail in 
the fine documentation, take place on a 
variety of terrain, which gives Field of 
Fire pleasing diversity. The short sce- 
narios make this one a fairly good intro- 
duction to computer wargames. 

Carrier Force (S59.95), also from 
SSI. is actually four games in one. It 
simulates a quartet of naval battles be- 
tween the United States and Japan in 
exhaustive detail. Every ship and plane 
that took part in each engagement is 
represented on the screen. This one is 
definitely not for the uninitiated, but 
closet admirals are sure to become Car- 
rier Force addicts. 

Warship ($59.95) from Strategic 
Simulations covers sea battles between 
the American and Japanese fleets in 



Where to Find the Wargames 



Avalon Hill Game Company 
4517 Harford Rd. 
Baltimore. MD 21214 
(301) 254-9200 

MicroProse Software. Inc. 
120 Lakefront Dr. 
Hunt Valley. MD 21030 
(301)771-1151 

Strategic Simulations. Inc. 
1046 N. Rengstorff Ave. 
Mountain View, CA 94043 
(415)964-1353 



1 94 1 - 1 945. Although the graphics arc a 
little sparse, this is another triumph for 
Gar\ Grigsby. 

Although there are four prepared 
scenarios — Guadalcanal I and II, Em- 
press Augusta Bay. and San Bernardi- 
no — the real meat is the naval wargame 
construction kit that is included with 
Warship. The computerist can define 
the following parameters in customized 
scenarios: battle area (open sea. Sava 
Sound, or custom map), time and date 
of battle, game length, visibility level. 
air control over battle area, damage 
control levels, type of action (Japanese 
or Allied transport, bombardment, or 
battleline). large or small battle, and 
fleet composition. If desired, the com- 
puter can select the ships. Picking ships 
manually gives the gamer the ability to 
set up many "what if?" situations. 

The computer can command either 
side against a human foe. And it is pos- 
sible to handicap either side with a 10- 
20% strength reduction, which makes it 
easy to have an even struggle between 
two human commanders of unequal ex- 
perience. 

Despite its many options. Warship is 
easy to learn. Even a novice will fall into 
the rhythm by the end of the first round 
of play. Warship is an excellent strategy 
game, and because of its "open-ended" 
construction module, is likely to stay 
fresh through dozens of play sessions. 

Gary Grigsby proves himself a mas- 
ter at simulating all forms of modern 
warfare with USAAF ($59.95) from 
SSI . The subject of this one is the Allied 
da\ light bombing raids on European in- 
dustrial targets by the U.S. Army Air 
Force. 

So whether the 8-bit Atari owner 



wants to re-fight battles on land, in the 
air. or on the high seas, there is a game 
ready to fill the bill. Military simula- 
tions require a little study before play- 
ing, but they offer an intellectual chal- 
lenge unrivaled by any other type of 
computer game. ■ 
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Recently. 1 was using Antic's 
CAD-3D 2.0 and having a terri- 
ble time creating objects from 
the routines provided with the program. 
Basically, I was having trouble defining 
the points of the object, especially when 
dealing with curved surfaces. 

Likewise. I have found that drawing 
with a mouse as required by many paint 
programs can be very difficult — not to 
mention imprecise. The solution to all of 
these problems is a graphics tablet, a 
peripheral that allows you to enter de- 
signs and data by drawing or tracing 
with an electronic pen, or in the case of 
point- by- point entry (as required with 
CAD programs), with a mouse-like 
"puck." 

One of the first such devices for the 
ST has been released by a Washington, 
D.C. -based company called EI/O 
(Electronic Input/Output) Products. 
Their ARTablet comes in two sizes — 
6"X9"and 12"X18"— and includes the 
software necessary to make the tablet 
communicate with the computer. 

The sturdy plastic tablet itself was 
first designed for use with IBM PCs by 
Summagraphics, a Connecticut firm 
with a well-established reputation for 



By ANDY EDDY 
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quality computer graphics hardware. 
The larger tablet comes with both a pen 
and a puck, while its little brother comes 
with just the pen. offering the puck asan 
option for an additional S90. A cable 
terminating in a modular plug attaches 
the pen or puck to the underside of the 
table, so switching from one input de- 
vice to the other takes only seconds. 

Getting Started 

The tablet is very easy to use: you 
simply attach the cable from the tablet 
to the modem port on the back of your 
ST. plug the power supply for the tablet 
into an AC outlet, and place a copy of 
El/O's installation accessory on your 
boot disk. When you boot up the system, 
you just click on the ARTablct heading 
under the Desk selection on the menu 
bar. click on the Install button, and 
you're done. 

The only improvement I could wish 
for is a way to set up a configuration file 
for a boot disk that you know you will be 
using with the tablet. It would be so 
convenient simply to boot from your 
Degas or NeoChrome disk and have im- 
mediate use of the tablet. 

I discussed this suggestion with Jeff 
Siegel. one of the creators of ARTablet. 




and he said that he would definitely add 
the feature — one he had already consid- 
ered to the first software upgrade he 
releases, which may well be out by the 
time you read this. 

Using the Tablet 

After the tablet is installed on your 
ST system. >ou will probably need to 
spend some time just becoming accus- 
tomed to working with the tablet. 

The first thing you will notice is that, 
although the pen or puck docs not have 
to touch the tablet, it must be held close 
enough to be read by the tablet. The 
magnetic field that emanates from the 
tip of the pen or the puck can be read as 
far as &* away — a very nice feature 
that allows you to trace material from a 
book, magazine, or other bulky source 
without cutting the original. 

At first. 1 was so enamored of this 
ability to draw above the surface of the 
tablet, that 1 frequently forgot to ob- 
serve the '/:" limit, but the lack of corre- 
sponding movement by the mouse 
pointer on the screen soon brought me 
back to reality. 

When used with a drawing program, 
the ARTablet is invaluable. In testing it 
with Degas Elite. I found the difference 
between drawing with the mouse and 
drawing with the electronic pen compa- 
rable to the difference I would expect to 
notice if I tried drawing with a regular 
pen after drawing a picture with a brick. 
As Siegel suggested to me. try signing 
your name with the mouse, then do the 



same thing with the ARTablct pen. You 
will notice quite a dramatic difference. 
The pen fits your hand more comfort- 
ably and is very easy to manipulate. 

Unfortunately, there is more to using 
any graphics package than just draw- 
ing. You must pull down menus, choose 
file names from the item selector, re- 
spond to and answer dialogs and alerts, 
etc. This requires that either the mouse 
be left enabled or the tablet assume all 
the responsibilities of the mouse. 

With the ARTablet. both of these 
choices are available. The only trouble 
comes when you have to double-click 
the pen to. say. activate a program from 
the desktop. At standard parameters, 
the ST often docs not pick up the dou- 
blc-elick of the pen as it would the dou- 
ble-click of the mouse. The problem is 
solved by resetting the mouse-click read 
rate on the Control Panel and saving the 
desktop on disk to lock in that value for 
future sessions. 

There is also a button on the shaft of 
the pen that El/O has programmed to 
mimic the right mouse button, which is 
especially helpful when flipping be- 
tween screens in Degas, for example. 
The puck is similarly equipped. 

All this means that you can use the 
ARTablet without ever picking up the 
mouse. If. however, you prefer the 
mouse for certain operations, you will 
find that it remains active and unaffect- 
ed by the installation software. The only 
problem is that there may not be suffi- 
cient room on your desk for both tablet 
and mouse. 

The tablet docs an excellent job of 
reading data entered via pen or puck 
quickly and accurately. If you draw too 
quickly, you will notice that some arcs 
flatten out. but this happens only when 
you draw at a very rapid rate, and I do 
not consider it a significant drawback. 
In general, between the software that 
El/O has written and the tablet itself, 
you will discover very few shortcomings 
and a great many advantages. 

If you are serious about computer 
graphics, the ARTablet will be a useful, 
professional addition to your computer 
system. It is an efficient and reasonably 
inexpensive brush that will help you 
make ever-better use of the palette and 
canvas that come packed in your ST. ■ 



The magnetic field that emanates from the tip of the 

pen can be read as far as 1 2 " away— a very nice feature that 
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Software 



An assortment of game software packages to suit every taste— or lack thereof 
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amers who enjoy the risque side 
of life will have a ball with Sier- 
ra On-Line's latest animated 
adventure. Leisure Suit Larry In The 
Land Of The Lounge Lizards. Be 
warned, however, that it is an adults- 
only contest, due to its subject matter 
and graphic (and I do mean graphic) 
portrayal of life in Lost Wages, the 
town where Larry attempts to, ahem . . . 
well, uh . . . lose his innocence. 

Reminiscent of previous "mature au- 
dience" adventures like Sierra's Soft- 
porn and most recently. Infocom's 
Leather Goddesses of Phobos, Leisure 
Suit Larry is a wild romp through bar- 
rooms and boudoirs. To ensure that un- 
der-aged gamers are barred from this 
frisky frolic. Sierra opens the game with 



a short trivia quiz that challenges you to 
answer five questions that Sierra feels 
will stump younger players. It will no 
doubt weed out some, but by no means 
all, youthful players, so parents, be- 
ware. 

Once you pass the test, you find Larry 
in front of Lefty's Bar, a seedy joint that 
marks the start of your journey. This is 
not a difficult game, but one that will 
keep you in stitches. It will also get you 
thinking in strange, twisted ways; it's 
hard to be "normal" when surrounded 
by pimps, hookers, drunks, and hot tubs. 

Along the way you pick up required 
items, as well as clues from other char- 
acters. As in Sierra's other animated, 
graphic adventures, you control Larry 
with joystick, mouse, and/or key- 



board — a very simple, no-nonsense 
method of navigation that doesn't in- 
volve as much thought as straight text 
adventures. And the puzzles are still 
there to test your intuition, though I 
would rate it between beginner and in- 
termediate in difficulty. 

I mentioned in the November/De- 
cember issue of Explorer that I consid- 
ered Goldrunner to be the best game 
released in 1 987; Leisure Suit Larry has 
my vote for most hilarious. 

Now, if you'll excuse me, I've got 
some detective work to do. You see. 
there's this string bikini that's lost its 
owner and 1 know it'll be a heap of work 
to find her! Andy Eddy 
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System: Atari ST 
Price: $39.95 
Summary: Frustrating 

graphic/arcade adventure 
Manufacturer: 

Psygnosis Limited 

Liverpool. England 
Distributor: 

Computer Software 

Services 

129 Sherman St 

Cambridge. MA 02140 

(617) 876-2505 

4 9 5- A Busse Rd. 
Elk Grove Village. IL 
60007 
(312)439-4444 



Gosh this game looks good! It 
even looks good just sitting on 
the game shelf— with that Rog- 
er Dean cover artwork and all. Unfortu- 
nately, there is a chance that you will 
find the appeal of the game limited to 
the packaging. 

Dean did a great job with Yes album 
rovers, and the group did an equally 
good job of putting outstanding music 
on the vinyl that came with them. But 
Dean probably isn't real pleased, if he 
cares, with the disk that comes with his 
fine rendition of the Barbarian cover. 

The 1 4-page booklet that comes with 
the game tells the tale that puts our 
hero, Hcgor ("the most famous dra- 
gonslayer of them all"), in the marsh 
where the game starts. There arc even a 
couple of clues within the text to help 
solve some of the puzzles he will en- 
counter. 

His task is to destroy the evil beast 
Vulcuran. who does the bidding of Ne- 
cron. a man who turns out to be the 
hero's uncle. 

But that's enough history, except to 
say that playing the game is about as 
enjoyable as sitting through a high 
school history lesson. 

The instructions tell you that the 
game system can be implemented with 
keyboard, mouse, or joystick controls. 
But anyone who figures out how to sur- 
vive in this game using the joystick is a 
bigger hero than Hegor. 

The temptation is to use the mouse 
because of the attractive strip of icons 
across the bottom of the screen. Using 
these makes Hegor move left, right, up, 
and down. You can also make him stop, 
run. jump, attack, defend, flee (always a 




good choice), and pick up. drop, or use 
an object. The last three choices require 
two clicks of the mouse button to imple- 
ment. 

Actually the keyboard is the best 
choice. Any of the above actions can be 
accomplished with a single stroke, and 
all but moving left, right, up. and down 
offer a choice of two keys. 

Even after figuring out a comfortable 
system of movement, the game is ex- 



tremely difficult. The first five times I 
played the game, each try lasted less 
than four minutes and in one case less 
than two. It is so difficult to get started 
in Barbarian that all but the most expe- 
rienced and tenacious adventurers \sill 
probably give up in frustration. 

I kept going back just because the 
game looked so good. What the heck: 
I've always been a sucker for a pretty 
face.— Rick Teverbaugh 




Mr. Atherton can't speak with you now; he's in combat. 



VOLUME 8 NUMBER 1 ATARI EXPLORER 59 



Plutos 




CHALLENGE 



ADDICTIVENESS 



System: Atari ST (color) 
Price: $29.95 
Summary: Colorful 
scrolling space shoot-out 
Manufacturer: 

Mindscape 

3444 Dundee Rd. 

Northbrook, IL 60062 

(312)480-7667 



GRAPHICS 





Since shortly after the introduction 
of Pong, scrolling arcade 
games — from Caverns of Mars to 
Gold runner — have been the sine qua 
turn of entertainment software for Atari 
computers. Plutos, a new arcade con- 



test from Mindscape. breaks no new 
ground, and though it doesn't offer that 
much in the way of freshness, it is an 
ample test of nerves and skill. 

With joystick in hand, you can move 
your spaceship anywhere on the screen. 



which is good, because you need every 
bit of space you can find to dodge the 
missiles and spacecraft that the pro- 
gram throws your way. The challenge is 
very intense: with each succeeding level, 
you face more and more opposition. 



Software of all types is becoming 
easier to use, and the graphics in- 
cluded with most packages are 
becoming more impressive — almost by 
the day. Unfortunately, Golden Path 
scores well on only one of these mea- 
sures. 

The story line of the game is drawn 



Golden Path 



loosely from Chinese mythology and 

follows the story line of a 22-page novel- 
la b> Kim Whitmorc. That seems to be 
the current trend in adventure game 
documentation to include a brief sto- 
ry as justification for the existence of 
the game. On the whole, l*d rather be 
reading Stephen King. 



Since Golden Path is mostly graph- 
ics, onl) sparsely dotted with text, the 
quality of the screens is very important. 
In that area. Golden Path gets good 
marks. The scenes are well-drawn and 
clever!} animated, with about 75% of 
the main screen display devoted to a 
depiction of the area your character is 
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System Atari ST 
Price: $44.95 
Summary: Graphic 
adventure with a high 
frustration level. 
Manufacturer: 

Firebird Licensees 

P.O. Box 49 

Ramsey. NJ 07446 

(201)934-7373 
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The two-player mode offers an inter- 
esting twist: both players are in the 
playficld simultaneously, fighting off 
the horde in tandem but competing with 
each other for fuel pods and points. 

One of the things that makes a game 
a hit with users is a skillful manipula- 
tion of speed and degree of challenge 
that dangles victory just beyond the 
player's reach, so that additional prac- 
tice takes him to a new level, where 
success once again eludes him for a 
while. 

It's a fine line one that Plutos cross- 
es somewhat maladroitly. By increasing 
the number of missiles homing in on you 
with each level, the programmer en- 
sures that you will eventually hit a pla- 
teau — one from which it is very difficult 
to escape. At that point, discourage- 
ment sets in and enjoyment diminishes. 

My only other complaint is that ex- 
traneous graphics occupy space on the 
screen that might have been used to 
increase the size of the playfield. 

With those two exceptions, I found 
Plutos to be a well-conceived program 
with good use of color and movement. 1 
recommend it— especially to very expe- 
rienced joystick jockeys — but worry 
that it won't hold the interest of the 
average player. — Andy Eddy 
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Ninja Mission 



GRAPHICS 

System: Atari 8-bit and ST 
Price: $9.99; $1999 
Summary: Karate 
competition with an 
adventuresome twist 
Manufacturer: 

Mastertronic 

711 W. 17th St 

Unit G-9 

Costa Mesa. CA 92627 

(714)631-1001 




exploring. 

There are 45 different screens to be 
covered. That might seem like a lot. but 
it really isn't, because the game gives 
you very little time to look around, en- 
joy the view, and experiment with the 
surroundings. 

Dawdle too long in one spot and a 
gremlin will attack your character and 
diminish his life force. This "feature" is 
a real menace to novice gamers and de- 
tracts from the overall payability of the 
game. 

A positive feature of the game is a 
book of lore that can be consulted each 
time a new screen appears. This is a 
much better idea than printing hints 
within the documentation. Consulting 
the rule book at each new turn is dis- 
tracting and diminishes player involve- 
ment. 

Also handy is a display in the lower 
right-hand corner which is really a mini 
view of the main screen with the various 
paths available to the adventurer out- 
lined. Your on-screen persona in this 
game is a white-bearded wise man who 
is schooled in the martial arts which 
turns out to be a good thing because you 
won't find many weapons for slaying 
dragons or taking on thieves. 

What is probabh most disappointing 



about the game is the way it makes use 
of the mouse during play. By moving the 
cursor to a point on the screen and 
pressing the left mouse button, you can 
make your character walk toward the 
cursor. No problem there. 

But to pick up or put down an object, 
you must hit the left mouse button while 
the cursor is on the character's body. To 
use an object, you place the cursor over 
the body and press the right button. To 
punch an opponent, you simply click the 
right button, but to kick an opponent 
you must have the cursor over the body 
before you hit the right button. Of 
course, at that point, your hands must 
be empty or that last button push will 
cause the object being carried to be 
used. 

Sound confusing? Add the pressure 
of wanting to get something done and 
get off the screen before the gremlin 
attacks, and you reach a frustration lev- 
el that many gamers will find unpleas- 
ant. 

The story line for Golden Path is in- 
teresting enough, and the game is rea- 
sonable enjo\able for experienced ad- 
venturers. But in many ways the overall 
product falls short of the standards 
gamers have come to expect from this 
British company. — Rick Teierbaugh 



I'm not sure whether Chuck Norris 
is to blame or not. but karate has 
become a popular theme in game 
software. Not to be outdone by the likes 
of Ep\x and MichTron. Mastertonic 
has released Ninja Mission. 

In it, your highly-trained warrior 
must work through a five-tiered temple, 
each room of which may house up to five 
adversaries. The game adds elements of 
adventure in the form of weapons — like 
throwing stars and daggers — that you 
can use in battle. 

You must also search for seven jade 
statuettes, valuable trinkets that have 
been stolen by your evil adversary 
Akuma. With each one you find, your 
character gets a figurative shot in the 
arm — extra energy displayed on the en- 
ergy bar. This is your primary objective, 
because if this energy indicator drops to 
zero, your quest is over due to a death in 
the family — your own! 

Once you acquire all the figurines, 
you must face the final test in the upper- 
most room of the temple. If you are 
successful in that, you have to retrace 
your steps past a new team of enemies to 
your point of entry on the first floor. 

Unfortunately, if you do complete the 
entire assignment (which is difficult, to 
say the least), there is no reward — no 
fanfare or fireworks — and I found that 
pretty disappointing. 

Other than that and a little tedium 
in the overall concept, the game is well 
programmed virtually identical in 
both versions, with an obvious graphic 
edge going to the ST — with ample con- 
trol over your character's movements 
and parries with the joystick. Master- 
ironic, as we noted in the Summer issue, 
is a company for Atari users to watch. 
The} show a lot of promise. 

And) Eddy 
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Ward Processing 




The ST features familiar icons, 
spectacular graphics, mouse control 
windows, drop-down menus and 
on-screen directions for ease of use. 



The ST transfers data at 1.33 mega- 
bytes per second. Which means it 
could transfer the entire works of 
Shakespeare in less time than it 
takes to read this ad. 



The ST keyboard is identical to that 
of standard data terminals, so it's 
already-familiar. 



Graphics & Design 
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Music Composition 




Introducing technology 



Finally, there's a personal computer that 
not only solves problems like other com- 
puters, but also solves the one problem 
other computers created. Affordability 

Introducing the ST™Computers 
from Atari: The 520ST™ with a 512K 
memory and the 1040ST™ with a full 
megabyte. The ST was designed utilizing 
the most recent breakthroughs in semi- 
conductor technology, producing a PC 
that does more tasks with fewer parts. 

Which means it costs less to make. 
And less to buy. 

The Joy of 
Speeding. 




One of life's 
great pleasures is 
working with a 
fast computer. To 




bring the ST up to speed. 

Atari starts with 

the Motorola 

68000 chip— the 

same "brain" 

you'll find in the Macintosh.™ Then. 

Atari adds the extra oomph of four exclu- 
sive chips — specially designed to handle 

several functions simultaneously. (Other 

PCs limp along handling one function at 

a time). 

This results in making the ST much 
faster in the computing process. 
Faster in moving data within the 
system. Faster in getting infor- 
mation to the screen. 

So now. you can run pro- 
grams like word processing, 
database management, and 
financial planning with more zip 
and efficiency than ever before. 
A nice feeling. 

Attn.SH20* ST 520ST and W4QST are trademark or tegaie»od!radein«rl»ol Attn Co»pcKaiion Activisionis a fe^ste-ed Uadema 
Actrvision. Inc. Microsoft ts a repsle'ed trademark oiMoosor) Cotporakon Macmiosn e a trademark licensed to Apple Computet, in 
Spmaker is a registered trademark o) Sprinaker Software Corporakon 



Compare Our 
Components. 

A computer is only 
the sum of its components. So we made 
each one better. Look at the layout of the 
ST keyboard, for example. You get a full 
numeric keypad. Plus a cursor control 
keypad with editing keys. Plus 10 pro- 
grammable function keys. Now add the 
mouse and consider the options. 

The monochrome monitor is a 
beauty. Taking its broad bandwidth signal 
from the ST's exclusive video chip, it 
displays a resolution of 640 X 400 pixels. 
This gives you razor-sharp, jitter- free text 
display for word processing and CAD 
work (very easy on the eyes). Or, for 
stunning color images, add the RGB color 
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The ST includes a three-voice sound chip 
with a range from 30 to beyond 20.000 
f Hertz. The Amiga™ and Macintosh are 
limited to a maximum of 7,000 Hertz. 

The ST works with a wide range of IBM ■ 
compatible printers. Including laser 
printers and plotters. 



The easy-to-read manual will have you 
, working on your ST in minutes . 




Database Management 



so advanced, it's affordable. 



monitor. No interface 
board needed. Just 
plug it in. (Try doing 
that with a Mac!) 

You get an 
external disk drive 
with the 520ST. 
An internal, dou- 
ble-sided disk 

drive with the 1040ST. Both have a disk 
speed many times faster than previous 
PCs. And they're blissfully quiet. 

Plus, many of the costly peripherals 
you have to add on with other PCs are 
already built into an ST. Like the built-in 
MIDI (musical synthesizer 
interface) port. And the 
industry-standard printer port 
and modem port. And for 
even more memory, a port for 
the SH204™ hard disk drive, 
with twenty megabytes of 

Amiga is a trademark ol Commodore- Amiga. Wc 
ISM * a registered trademark ot Intematcn* 
Business Macrknes Corporation 



storage and the fastest 
transfer rate in the 
industry. 

With hun- 
dreds of software 
programs already 
available, an ST 
can grow with 
your imagination, 
or your business. Companies like Micro- 
soft* Spinnaker,* Activision* and more 
are continually making contributions to 
the ST software library. And some popu- 
lar programs originally designed for other 
computers are actually being upgraded to 
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take full advantage of the ST s 
capabilities! 

The Price of Power. 



Best of all , the cost of an ST is so 
low, it may come as something of a shock. 
The 520ST sells for under $800. includ- 
ing monochrome monitor.* The 1040ST. 
with a full megabyte of memory, for under 
$1,000. That's less than one dollar a Kbyte. 
So now. you don't have to be rich to 
be powerful. 

To see why Infoworld called the ST 
The best hardware value of the year" 
check it out at your Atari dealer. For the 
one nearest you. call 1 408-745-2367. 
9AM-5PM Mon.-Fri., Pacific Time. 

•RGB color monitor, S200 additional 
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A Are you ultratone? Would you 
know tass times if you had 
them? Do you have enough gui- 
tar picks for a dyecut? And what hap- 
pened to cool ol" Gramps? B> the time 
you finish playing Activision's Tass 
Times In Tonetown, you will be able to 
answer these and other equally impor- 
tant questions. 

Created by the same programming 
group that was responsible for Mind- 
shadow and Borrowed Time, Tass 
Times is a graphic adventure that offers 
more than its share of fun and excite- 
ment. Oh, and did 1 mention strange- 
ness? At the start, you take a leap into 
the future in one of Gramps's inven- 
tions a leap into a very bizarre world. 
How about guitar picks for currency' 

The user interface, which allows 
mouse control over most of the affair, 
has been improved over the previously 
mentioned titles. Choosing the icon that 
shows a hand picking up an item will do 
just that to the next object clicked on. 
As simply . there arc other icons for talk- 
ing to characters, hitting objects, and 
most other common actions. 

Graphically, the display window 
shows the colorful panorama surround- 
ing your character and occasionally of- 
fers clues to your predicament. You'll 
see some strange sights along the way: 




System: Atari ST 
Price: $39.95 
Summary: Adventure into 
strangeness 
Manufacturer: 

Activision 

2350 Bayshore Pky. 

Mountain View. CA 94039 

(415)960-0410 



nothing other than the pictures they 
give you could prepare you for the pan- 
demonium you'll live through as you 
search for Gramps. 

I don't want to spoil any of the enjoy- 
ment of discovery, both within the game 
and from the props that come with it, so 
suffice it to say that "tass" is today's 
"totally awesome." and you'd better get 
tass fast to pass through this one! 
— Andy Edd\ 



Great Battles 



Reproducing some of history's 
most famous battlefields on 
NeoChrome screens. Great 
Battles lets you maneuver the actual 
troop configurations as you attempt to 
change the course of history. These 
classics — Waterloo, Austerlilz, Shiloh 
and Gettysburg occurred between the 
years 1789 and 1865 in the days when 
nose-to-nose fighting was the rule, and 
troop placement was eery important. 

The program runs under GEM. and 
the mouse handles manipulating the 
cursor easily, which in turn makes mov- 
ing troops and controlling artillery fire a 
snap. GEM menu headings arc also 
strongly supported here, containing op- 
tion after option for altering the combat 
scenario itself. These options include 
varying reinforcements, choosing which 
sides you and the computer play, and 
optional rules that pertain to certain 
idiosyncrasies of the actual battle. In 
the Austerlilz scrap, for example, this 
option allows for the possibility of fro- 
zen ponds cracking underfoot when 
troops cross that hex. 




System: Atari ST 
Price: $34.95 
Summary: Interacive re 
creations of 4 famous 
battles 



Manufacturer: 

Royal Software 
710McKinley St. 
Eugene. OR 97402 
(503) 683-5361 



The sound and visual effects also 
make this more interesting than most 
war games. You hear sounds of battle 
and even see who is firing on whom as 
you watch the "blips" that accompany 
the audible blasts. And whenever you 
click on a unit, pertinent information, 
including number of men and level of 
morale, appears to help you plot your 
strategy. 



I've never been one for classic war 
games, just as I was never one for sitting 
through history class in school, but the 
case of playing Royal's Great Battles 
makes it a less onerous chore than I 
would have expected. If I keep this up, 
maybe I'll remember who fought in 
which war, and perhaps then my high 
school history teacher will finally pass 
me. Andy Eddy 
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System: Atari ST 
Price: $39.95 
Summary: Eight-in-one 
word play puzzler 
Manufacturer: 

Infocom 

125 Cambridge Park Dr. 

Cambridge. MA 02140 

(617)576-3190 
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CHALLENGE 



Nord and Bert 
Couldn't -Make 
HeadorTaio.lt 
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Nord And Bert Couldn't Make Head Or Tail Of It 



Are you the type who thinks that 
all earthquakes are San An- 
dreas" fault? Do you ask a light 
why? when someone tells a white lie? If 
you're sure you know the right Wright 
and which witch is which, then Info- 
corn's Nord and Bert Couldn't Make 
Head Or Tail Of It is for you. 

This one breaks the Infocom mold: 
true, it is a text adventure, but this one is 



very different. First, its focus is on the 
funny bone. You must know what spoo- 
nerisms and homonyms are, so you can 
turn a whirligig into a girlie wig (an 
example of a spoonerism) and trans- 
form a tale into a tail (its homonym). 
Instead of just finding items along your 
path, in this game you have to manipu- 
late them linguistically into the form 
that will do you the most good. 



You will also need to fill your bag of 
tricks with cliches, something younger 
players may have some trouble with, 
because some of the sayings are a bit 
dated. But Infocom provides a back 
door. Normally, you have to buy a sepa- 
rate hint book to get clues along your 
travels, but Nord And Bert has the hints 
built in. All you need to do is type HINT 
at any prompt to get an index of clues, 
progressively revealed by hitting the re- 
turn key. Yes. you need to doctor up 
plenty of patients . . . oops. I mean, pa- 
tience to succeed. 

Finally, this story varies from stan- 
dard adventures in its layout: an octet of 
short vignettes, seven of which are ac- 
cessed from the opening menu. The 
eighth can be entered only after you 
finish the other seven and acquire the 
necessary passwords. It is slightly easier 
to move about with this format also. No 
compass directions or maps are needed: 
you just enter the location from the list 
at the top of the screen. 

Nord And Bert is a laugh and a half, 
bound to bring a chuckle to your tulips. 
For lovers of word play, the game is a 
goofy alternative to run of the mill en- 
tertainment software, a category in 
which the search for a quality product 
can give you a lough rhyme ... oh. ne\ - 
er mind. —Andy Eddy 



The popularity of Stephen King's 
novels today attests to the Amer- 
ican reader's appetite for thrills 
and chills. With that in mind, it would 
seem safe to assume that computer 
games with horror themes would enjoy 
similar currency. 

Infocom, ever the company to bit- 
map their characters into strangely di- 
verse situations, and their popular ad- 
venture game creator Dave Leibling 
(best known as the coauthor of the Zork 
series) have produced a real look-over- 
your-shoulder talc in Lurking Horror. 
Advertised as a game for fans of King 
and IIP. Lovecraft, it takes your char- 
acter, a ncrdy student at George Under- 
wood Edwards Tech (known as GUE or 
"Gooey" Tech to its residents) on a 
quest that leads him through the dark- 
est recesses of the school. 

When you boot-up Lurking Horror. 
you're told that you have a Classics pa- 
per due the next day, so you head down 
to the computer center to finish the 
writing assignment that is saved on the 
school's mainframe system. But your 
attempt to review what you have written 
so far reveals only indecipherable text 
and strange graphics in place of your 



Lurking Horror 
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System: Atari 400 

Price: $34.95: $3! 
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Infocom 
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Cambridge, hi 
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report. 

Suddenly, you find yourself standing 
near a stone altar in the midst of a bay- 
ing crowd in the presence of a gruesome 
creature. When you come to, you are 
back at the computer terminal, chalk- 
ing up your strange visit to fatigue from 
overwork. 

You enlist the help of a hacker, who 
tells you that some students' files have 
been accidentally switched with papers 
from the university's Department of Al- 
chemy, a bit of news that sets the mood 
for what is to come. To further compli- 
cate things, a blizzard strands you in the 
cluster of strange buildings, and as you 
explore them, you find tunnels, trap- 
doors, and disturbingly few fellow hu- 
mans. 

As in most adventures, you will find 
your share of puzzles and dead-ends, 
but be prepared for large doses of witch- 
craft and the occult along the way. 

Once again. Infocom has produced a 
high quality program; just when you 
think that they might have reached a 
plateau with their gameware. they 
bring out something fresh. Hey, you 
can't argue with consistent . 

Andy Edd\ 
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PRODUCT REVIEW 



Make \bur Own Awards 



AwardWare and Certificate Maker: 



Two programs to help you recognize achievements of all kinds 



What we have here sounds a lot 
like the opening of a Charles 
Dickens novel . . . Both of the 
programs reviewed here accomplish the 
same general purpose and both do what 
they do very well. But that's about 
where the comparison ends. 

The programs run on different ma- 
chines, cost vastly different amounts of 
money, and have such varied capabili- 
ties to make them look almost like ap- 
ples and oranges in the same bin. But 
because their purposes are similar, we 
will pinch and prod them in the same 
places in an attempt to help you decide 
if one of them can be useful to you. 

AwardWare 

Let's start with AwardWare. a pro- 
gram that gets quite a bit accomplished 
despite its low price tag. It offers 60 
different award formats and a few other 
templates for creating checks, tickets, 
coupons, ribbons, and even a paper key 
to the city. 

The program runs smoothly, but like 
most low-end offerings, it places a few 
inconveniences in your path. The most 
obvious of these is the way you choose 
the typeface, size of type, type of award, 
and layout for your award; you can't 
picked them from the screen simply by 
typing in a key word or number. In- 
stead, you must execute a combination 
of keystrokes and scroll through all of 
the available choices before choosing 
the one you desire. 

Another common problem that 
AwardWare shares with many other 
budget programs is poor documenta- 
tion. Good writers must be expensive, 
because they seem to be the first people 
left off the pay roll when a company tries 
to create an inexpensive product. 

The manual is 28 pages, but I had to 
read through it three times to satisfy 
myself that there was no way to save an 
award on disk without first printing it. 
Docs that make sense to you? Figuring 
out how to make the program work with 
your printer is also mostly trial and er- 
ror. 

But AwardWare has several good 
points. There are five different type- 
faces. 20 different borders, and 25 




graphics a hefty assortment. It also 
allows you to create an AwardDisk. Af- 
ter saving an award by printing it. you 
save it on a blank disk, and then send it 
to the person you want to receive the 
award. If he has an Atari 8-bit comput- 
er he can look at the award and print it 
as often as he wants. 

Hi Tech Expressions has promised 
more graphics packages for use with 
AwardWare in the future. If the price to 
expand is as reasonable as the price of 
this initial offering, AwardWare will 
continue to be one of the top bargains on 
the software shelf. 

Certificate Maker 

Certificate Maker is a completely 
different kind of bargain. It is difficult 
to label a program as perfect, so 1*11 stop 
just short of that here. But with this 
program I printed a delightful certifi- 
cate about 10 minutes after breaking 
into the package and without reading 
more than five or six pages of the man- 
ual. 

Let that not serve as an indicator of 
the level of sophistication of the pro- 
gram, however. Certificate Maker docs 
everything you could ask of such a pro- 



AwardWare 



System: Atari XL/XE 

Price: $14.95 

Summary: Bargain priced award-making 

program 
Manufacturer: 

Hi Tech Expressions 

1700 NW 65th Ave. 

Suite 9 

Plantation. FL 33313 

(305) 584-6386 



AwardWare offers five 

different typefaces, 20 different 
borders, and 25 graphics. 



gram and some things that will sur- 
prise and astound you. 

Certificate Maker offers five fonts in 
two sizes, so it is not much better than 
AwardWare in that regard. But it also 
gives you 24 borders and 220 award 
formats from which to choose, and 
that's just on the disks that come with 
the program. On the companion disk, 
which has already been released, you 
will find 24 more borders and 1 05 more 
certificates. 

Some of the awards are generic and 
can be used with text to say just about 
anything. Most are already dotted with 
appropriate graphics and need only the 
text to make them ready for presenta- 
tion. 

Just to give some of the flavor of the 
program, here are some representative 
titles: Couch Potato Award. Back Seat 
Driver Award. Most Valuable Member 
and Least Valuable Member, Dead 
Carp Award, Diploma. Certificate of 
Wedded Bliss, and even a Master Cer- 
tificate Maker Award (how's that for 
ingenuity?). 

Using the mouse, it is easy to point to 



By RICK TEVERBAUGH 
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Certificate Maker 



System: Atari ST 

Price: $49.95 

Summary: Versatile program to create 

all types of certificates and awards 
Manufacturer: 

Springboard Software Inc. 

7808 Creekridge Circle 

Minneapolis. MN 55435 

(612)944-3912 



the part of the certificate on which you 
want to work, click, and go lo work. 
There is \ irtuallv nothing to memorize; 
everything works with pull-down 
menus. The only time you will have to 
refer to the documentation once you get 
going is to look up the number of the 
certificate you want. 

You will be pleasantly surprised at 
the number of uses you will find for this 
program. It is perfect for personalizing 
birthday and anniversary greetings, ob- 
\ iouslv. But it can also be used in more 



Certificate Maker dOeS everything you could ask of 
such a program—and some things that will surprise and astound. 
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TYPINGJUTOR 
I WORD INVADERS 

^ Two great programs in one package 
rSL^. « TYPING TUTOR makes 
.^W^^av. % learning the keyboard 
easy! Starts with the 
"home keys" and auto- 
matically advances to 
new keys in gradual steps 
as your skills develop. 
WORD INVADERS puts real excitement into 
touch typing practice while reinforcing proper 
typing technique. 

REVIEWERS SAY: 

"The best typing tutor we have seen yet . . . *•**+" 

INFO 

"This is a fine program and I recommend it without 
reservation" ST LOG 

"The best touch typing programs that I have seen" 

ST Applications 




ATARI ST dual version (color & mono) $34.95 

ATARI 400, 800, all XLs/XEs $24.95 

Available from your local dealer or direct from Academy Software 

ACADEH1V - 

SOF1W/1RE - 

P.O. Box 6277 San Rafael, CA 94903 (415)499-0850 



Snipping ar : ' 00 pe 

CA resicems add 6% ia> 



inventive ways. 

For example, a while back I wanted 
to send out party invitations for a little 
get-together. Instead of going to the 
card shop and getting some ordinary, 
antiseptic invites. I called up the Party 
Animal Award and fashioned my own. 
Not only was the party something peo- 
ple talked about for quite a while, but 
almost everybody remembers the date, 
time, and place because of the novel way 
in which they were invited to the shin- 
dig. 

(iiven the price and machine consid- 
erations of these two programs. I feel 
quite safe in giving a recommendation 
to both. If I had both machines at my 
disposal. my preference, even consider- 
ing the price, would be Certificate 
Maker for its versatility and sense of 
humor. ■ 



DRAPER PASCAL 
2.0 

Now available for the Atari 800, XL. or XE series 
computers. 

Enhancements include: 

• Faster compile and execution 

• RECORD data type 

• Two dimension array support 

• Standard WRITE formatting 

• Expressions in WRITE statements 

• Ramdisk support 

• Other DOS support 

• Not copy protected 

• Much more . . . 

Price: Only $44.95 

VISA/ MasterCard, check, money order, and COD accepted If 
charge, include card number and expiration date. Add $2.00 for 
shipping and handling Add VI. 90 for COD orders. Mail and phone 
orders accepted. Phone answered 24 hours No wait for check 
clearance required. 

Dealer Inquiries Invited 

Draper Software 

307 Forest Grove Drive 

Richardson. Texas 75080 

(214) 699-9743 
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ST Scan 

An introduction to scanning 

and a review of an indispensable 

adjunct to your desktop 

publishing applications 



ST Scan dots its stuff. The Canon IX- 1 2 copier is to the left of the 
monitor, a page sitting in the output bin after having been scanned. A 
comparison of the image on the screen with the dollar bill below it 
illustrates the amount of magnification that occurs when a picture is 
scanned at 300 dpi. 



ST Scan, the Introduction to the 
Instruction Manual that accom- 
panies the package tells us. "is the 
most powerful input device available for 
i he Vtari ST computer." 

Hmmmmm. Unqualified generaliza- 
tions and unrestrained hyperbole al- 
ways make me a bit nervous. Left to my 
druthers, I would prefer not to take such 
a sharp saw to the limb onto which I 
have just crawled out. 

And yet . . . and yet. For all my skep- 
ticism, I am unable to come up with any 
device, input or otherwise, with which to 
challenge Navarone's claim for ST 
Scan. But even if we might want to 
debate the "most." we can certainly 
agree that powerful ii is 

What's more, its arrival on the 
scene hard on the heels of two desktop 
publishing packages and with Word- 
Perfect breathing down its neck is just 
one further confirmation that the Atari 



ST is a microcomputer to be reckoned 
with. 

Why Scanning Is a Necessity 

The significance of ST Scan extends 
far beyond the fact that one company 
has invested a substantial amount of 
money in it. Put it this way: one of the 
things that must be available for a ma- 
chine before that machine can be con- 
sidered a contender in the highly com- 
petitive desktop publishing sweepstakes 
or a machine suitable for office (as well 
as home) use is a scanner. 

Why'.' As a historian. I prefer to an- 
swer the question by describing a scan- 
ner as a \s indow onto history. With such 
a device, that istosay.ifa picture can be 
reproduced on a printed page, it can also 
be incorporated into any document — a 
letter, a thesis, a poster — that you 
might care to produce. I find such a 
concept so di/zying. so dazzling that I 
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always have to take a moment to regain 
my bearings after tossing it around in 
my brain. 

Heretofore, if you wanted, say. the 
countenance of Mona Lisa or Whist- 
ler's Mother to grace your polo team's 
newsletter, your only option was to 
present a printer with a paste-up o( 
your publication, together with the pic- 
tures to be incorporated into it. It would 
be up to the printer to do the rest. 

Now. however, you can handle the 
entire process yourself, from stem to 
stern, alpha to omega. By sampling a 
picture at a density (usualh Stated in 
dots per inch or dpi) that you select and 
transmitting the resultant information 
to your computer, the scanner supplies 
the illustrations of your choice. The 
desktop publishing software then helps 
you arrange them and your text in such 
a way thai a laser printer (or. better yet. 
a phototypesetter* can turn out your 
publication almost exactly as you have 
envisioned it. 

Scanning Printed Documents 

But that is only part of the way in 
which a scanner opens a window onto 
history. Suppose, for the sake of con- 
creteness. that a large law firm decides 
it wants to make the transition from 
typewriters to computers. When the 
computers arrive, there will be legal 
briefs in all stages of completion. Some 
will have been submitted to the courts: 
others will be making the transition 
from draft to final form: still others will 
only just have been started. 

How, without hiring several new em- 
ployees or asking the present ones to 
work long overtime hours, can all of 
these documents ever be put into ma- 
chine-readable form? The answer, it 
turns out. is quite simple, at least in 
theor\ — optical character recognition 
(OCR). 

Just as it can be used to capture a 
picture, the scanner can be used to cap- 
ture a typed or printed document, pro- 
vided that the typeface is of a kind that 
the software can recognize. The soft- 
ware here serves to transform the infor- 
mation that the scanner takes from the 
document into a file that can be import- 
ed into a word processing program for 
editing, merging, etc. 

Ideally, then, a scanner should be 
able to treat pictures as pictures, text as 
text. ST Scan gets us a bit more than 
halfway to that goal: it can scan both 
photographs and line art. but. at the 
moment, it cannot deal with text. I em- 
phasize at the moment, however, be- 



cause. Chuck Humphrey, president of 
Navaronc Industries, has hinted to me 
that such a program is in the works. 

ST Scan: The Hardware 

With those basics out of the way. let's 
have a look at ST Scan in operation. The 
ST Scan package consists of seven com- 
ponents: a Canon IX- 1 2 scanner, two 
cables, an interface device that plugs 
into the ST cartridge port, an unpro- 
tected disk, and a pair of instruction 
manuals — one for the Canon and one 
for the program. 

Selling up and becoming familiar 
with the system is simplicity itself (even 
for a comparative klutz like me), taking 
only a few minutes at most, which is a 
good thing, because the instruction 
manual for the program is barely ade- 
quate and that for the scanner, besides 
being overwhelmingly technical and 
largely incomprehensible, is almost en- 
tirely irrelevant. 

You begin by inserting the interface 
device in the cartridge port and con- 
necting the device to the scanner with a 
cable. You then format two disks and 
copy the ST Scan program onto one of 



ST Scan 



System: Atari ST (monochrome monitor 

and 1Mb of memory recommended) 
Price: $1,239 
Summary: A truly indispensable and 

relatively inexpensive device for 

desktop publishing applications. 
Manufacturer: 

Navarone Industries, Inc. 

1043 StierlinRd. Suite 201 

Mountain View. CA 94040 

(800) 624-6545 

(800) 654-2821 (in CA) 



them, reserving the other for the sizable 
files that scanning pictures invariably 
generates. 

Before moving on to a discussion of 
the scanning procedures, however, some 
comments on the hardware are proba- 
bly in order. Although the manual 
stales that ST Scan will work with a 



Table 1. 



520STand a color monitor, it is. accord- 
ing to Chuck Humphrey, designed to 
give best results with a monochrome 
monitor and a computer with 1 Mb or 
more of memory, both of which make it 
easier to work with the enormous files 
that result from scanning a picture at 
300 dots per inch (dpi ). the highest reso- 
lution that a laser printer can attain. 
Scanning a picture 8" X 10" at 300 dpi. 
for example, spawns an uncondensed 
data file of almost a megabyte, as the 
calculation in Table 1 shows. 

At least two implications flow direct- 
ly from this calculation. First of all, to 
scan anything approaching a full-page 
picture at 300 dpi. you must have at 
your disposal more memory than an un- 
modified 520ST contains. 

Second, consider the size screen that 
will be required to display — which is to 
say. work with — such a picture. Al- 
though ST Scan can "read" a picture at 
300 dpi. a monochrome monitor can 
display only about 72 dots or pixels per 
inch, and that figure is lower still for a 
color monitor. Hence a picture \" wide 
scanned at 300 dpi will appear more 
than 4" wide on the screen (300/ 
72=4.1 1"), and the 80-square-inch pic- 
ture that we considered in the above 
calculation will have screen dimensions 
greater than 32" X 40". 

Put another way. it would take 32 
SMI 24 monochrome monitors, in an 
array four across and eight down, to 
display the entire picture. In practice, of 
course, we are restricted to a single 
monitor and the use of scroll bars to 
view any picture. 

Obviously, the lower the resolution o( 
the monitor, the larger will be the di- 
mensions of the image produced by the 
scanning process and the more difficult 
it w ill be to work with, hence the superi- 
ority of a monochrome monitor in con- 
junction with such a program. 

More on Hardware 

One other comment regarding hard- 
ware. Although the Canon IX- 12 is a 
marvelous contraption, it does not pre- 
tend to be the last word in scanners. It is. 
to begin with, a sheet- fed, as opposed to 
a flat-bed. device. 

What this means, among other 



Bytes per line=300 dpi * 8"/8 dots per byte=300 

Number of lines =300 dpi * 10"=3000 

Total bytes = bytes per line * number of lines =900,000 
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Figure 1. The initial screen display. Note the black rectangular window that defines the area 
to be scanned. 



things, is that instead of placing your 
original page face down on a piece of 
glass to be scanned, that page is pulled 
through the machine mechanically, 
opening the door lo all manner of mis- 
haps. 

If you are unwilling to risk having 
your picture damaged by the scanner 
always a possibility if it is small and a 
virtual certainty (owing to Murphy's 
Law ) if it is valuable or irreplaceable — 
you probably will want lo enclose it be- 
tween two clear plastic sheets. Well and 
good, but do bear in mind that the re- 
flection from the plastic covering the 
picture is at least theoretically capable 
of degrading the quality of the scanned 
image. 

\ flat-bed machine will allow you to 
scan directly from a book, but its sheet- 
led sibling obviously will not. thus re- 
quiring you to go through the interme- 
diate and conceivably image-degrading 
step of photocopying the material you 
intend to scan. 

I mention the foregoing consider- 
ations not because I attach great weight 
to them— I do not — but because I pre- 
fer not to have any reader misled, even 
by omission, by something I have writ- 
ten. For myself, I am entirely willing to 
overlook these putative shortcomings of 
lhelX-12. 

Even though this unit is relatively ex- 
pensive as peripheral devices for the 
Atari ST go. it is cheap by comparison 
with virtually any other full-fledged 
scanner available today. As you will 
soon learn if you begin shopping for one. 
there is hardlv a scanner-and-soflware 



package to be found for less than $2000. 
and the majority cost $2500 or more. 

For my money — and let me make it 
clear that my money is. indeed, in- 
volved, inasmuch as I have already pur- 
chased ST Scan for my own use — the 
IX- 1 2 is a great bargain, one well de- 
scribed by the slogan "power without 
the price." 

Scanning Mode and Format 

Having set up ST Scan, we are ready 
to examine how it goes about its busi- 
ness. Double-clicking STScan.PRG 
brings a split screen to the monitor (see 
Figure 1 ). On the left side is a white 
rectangle, somewhere within whose 
boundaries is a solid black rectangle. 
The former represents an 8.25" X II" 
page: the latter is a "window" that you 
can move around on the page, changing 
its size at will. 

To begin, you first open the Options 
menu and click on Scanner, which of- 
fers three choices: scanner resolution 
(75. 150. 200, or 300 dpi), contrast 
(light, normal, dark), and scanning 
method (Halftone for photographs, 
line art for all other pictures). 

ST Scan offers these two scanning 
modes because there is a difference be- 
tween the continuous tonal spectrum of 
a photograph and the discrete or discon- 
tinuous spectrum of most line art. The 
former extends from purest white at one 
end to purest black al the other and 
usually encompasses several shades of 
grey in between: the latter normally 
consists of only two tones, black and 
white. 



To approximate the grey tones of a 
photograph, the scanner and the com- 
puter, both of which are restricted to 
working with black and white pixels, 
must have a routine (algorithm) for ar- 
ranging these black and white pixels to 
create the illusion of several different 
tones of grey. (Such an algorithm is not, 
of course, necessary for two-tone line 
art.) 

The process of interspersing black 
and white pixels so as to simulate grey 
tones is known as dithering. No two 
scanner-software combinations will 
necessarily dither in the same fashion 
nor distinguish the same number of dis- 
tinct gre\ tones. The IX- 12 is capable of 
differentiating 32 shades of grey, a fig- 
ure that seems to be the current de facto 
standard for the industry. 

After choosing your scanning mode, 
you return to the Options menu and 
select Format. Here you have three 
more choices: Degas. GEM .IMC, and 
Postscript.. In reality, however, your 
choice is^determined by the size of the 
image you want scanned and what you 
want to do with it. 

If. you intend to use a non- Postscript 
output device or program, you must es- 
timate the size of the image and calcu- 
late roughly the number of bytes it will 
contain. This vou must do because the 
Degas format is unable to accept a file 
larger than 32,000 byics. 

So if, for example, you want to scan at 
300 dpi. your image can measure no 
more than 8.53 square inches, and the 
ratio of length to width must approxi- 
mate that of the screen 1 .6 to 1 . Not 
exactly huge, is it. when you consider 
that there are 90.75 square inches in the 
8.25* X U" page that ST Scan can 
handle. In any event, unless you plan to 
print your image with a Postscript de- 
vice or are willing to limit yourself to 
scanning an area smaller than 8.5 
square inches, you have no choice but to 
select the IMG format. 

Scanner Densities. Printout Densities 

"Ah. but can't I use the Degas format 
for my image if I scan at a lower densi- 
ty '.'" sou ask. "After all. the best density 
of w hich my dot matrix printer is capa- 
ble is less than 200 dpi. Why should I 
scan at 300 dpi if that restricts me to 
such a small picture?" 

Very good! Clearly, you have been 
paying careful attention. Yes. of course 
you can scan at a lower density, but in 
most cases you won't want to. In point of 
fact, the lower the density of the output, 
the more important it is to scan at the 
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Figure 2. Photograph of John Coltrane 
scanned at 300 dpi (top). 200 dpi. 150 dpi. 
and 75 dpi and printed at 180 dpi on a 24- 
pin dot matrix printer. 



highest possible density. 

I like lo have something lo think 
about while I fall asleep, so I spent sev- 
eral nights wrestling with this question. 
I finally decided to do the sensible thing 
and approach the matter empirically, 
b> scanning the same picture at the four 
densities the IX- 1 2 offers and printing 
each scan at 1 80 dpi (triple density) on 
an Epson LQ-lOOOdot matrix printer. 

To be thorough. I did this twice — 
once with a photograph of musical artist 
John Coltrane, scanned using the half- 
tone mode and once with an engraved 
portrait of George Washington, taken 
from a familiar contemporary artifact 
and scanned using the line-art mode. As 
Figures 2 and 3 show, the higher the 
resolution of the initial scan, the higher 
the resolution of the ultimate printout, 
no matter what scanning mode is used 
nor what resolution the printing device 
can achieve. 

Therefore, most of the time you will 
end up scanning in the .IMG format at 
300 dpi. Does that mean you will be 
unable use programs that accept pic- 
lures only in the Degas format? Not at 
all. ST Scan contains an auxiliary pro- 
gram that can recast a large IMG file 
into an ordered collection of Degas files, 
each containing 32.000 bytes. More on 
that later. 

Meanw hile, let's turn our attention to 
completing your first scan. To proceed. 
>ou open the Scan menu and select the 
Full Page option. A prompt box then 
instructs you to insert >our page into the 
scanner. About 1 2 seconds later, a very 
schematic representation of the page 
comes onto the screen. 

Completing the Scan 

\o\s the true fun begins, as you focus 
on the portion of the page you want to 
have scanned. You first drag the rectan- 
gular black window to the desired posi- 
tion on the page: the window remains 
rectangular, but it can be any si/e you 
desire, so long as the number of bytes in 
the area beneath it does not exceed the 
amount o\ available memory in the 
computer. 

Once you are satisfied with the posi- 
tion and dimensions of the windou. you 
return to the Scan menu, select the 
Window option, insert the page into the 
scanner, and initiate the scan. After a 
few seconds, the screen displays the up- 
per-left portion oi the area under the 
window. To see the remainder, you 
must use the scroll bars to move over the 
scanned image (as I have done in Figure 
4). 




Figure 3. Portion of a dollar bill scanned at 
four densities (300 dpi to 75 dpi) and printed 
at 180 dpi on a 24-pin dot matrix printer. 
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Figure 4. Portion of a dollar bill scanned at 300 dpi. 



Should it turn out that you have not 
sized, shaped, or positioned the window 
correctly, you merely open the View 
menu, select the Pull Page option, make 
the necessary alterations in the window, 
and re-scan. 

And that's all there is to it. In two or 
three minutes, you have accomplished 
what it has taken me many words and 
countless hours to describe. 

Still, although the sequence does not 
lake long to master, two aspects of the 
program do detract from its conve- 
nience. The first is the lack of a magnifi- 
cation or zoom mode. Most of the time. 
I suspect, the size of the picture to be 
scanned will be less than a full page. 
That being so. Navarone would do well 
to emulate the practice of most desktop 
publishing programs and provide ST 
Scan with a range of full-page magnifi- 
cations, making it easier to position the 
w indow correctly the first lime and cut- 
ting down on the necessity for repeated 
rcseans. 

Along the same lines, users should 
also be able to get a rough view of the 
complete contents of the window on a 
single screen. The object, again, would 
be to facilitate placing the window ex- 
actly where you want it. 

Now What? 

Once the scan has been executed to 
your satisfaction, the obvious question 
is: what do you do with it'.' In the sim- 
plest possible case, which is probably 
also the least frequent one. if you have 
scanned the image in the Postscript for- 
mat, you can send it directly to a Post- 
script printing device from the GEM 



desktop. Figures 5 and 6 illustrate the 
output obtainable when a picture 
scanned at 300 dpi is reproduced at the 
same density by a laster printer. 

Perhaps somewhat more likely is the 
possibility that you will use the picture 




Figure 5. Photograph scanned at 300 dpi and 
printed at the same density on a laser printer. 

in conjunction with another program. 
In that event, you simply save the pic- 
ture and route it to the appropriate disk. 
Many other programs, however, re- 
quire that a picture file be delivered in 
Degas rather than IMG format. For that 
contingency, ST Scan has a handy an- 
cillary program. CONYERT.prg. that 
transforms an .IMG file into one or more 
Degas files. 



Recall from our previous discussion 
that you cannot directly scan an image 
with more than 32.000 bytes using the 
Degas format. CONV t-K'i enables you to 
overcome that limitation by scanning a 
larger image in the IMG format, then 
breaking it into a series of Degas files. 
Upon completion of this rather time- 
consuming process, which requires 
about a minute per 100.000 bytes, you 
can use the new Degas files in any pro- 
gram that accepts pictures in that for- 
mat. 

CON\ IK I also runs in reverse, allow- 
ing you to reconstitute your original 
ink. file from its component Degas 
progeny. In all. a useful, well-designed 
feature. Adding the ability to transform 
IMG files into compressed Degas files 
(with the extender .PC?) to conserve 
disk space would make it even more so. 
as that would allow you to save the 
scanned image o\' a full-page photo- 
graph on a single floppy disk. 

The Editing Options 

It would be a wonderful world indeed 
if you could always use images in other 
programs just as the scanner presented 
them on the monitor screen. In most 
cases, however, you will probably want 
to do some editing. 

No sooner do you turn your attention 
to this topic than you become aware of 
just how powerful a tool ST Scan is. The 
truth of the matter is that ST Scan has 
tar outstripped any currently available 
graphics software for the Atari ST. sim- 
ply because no existing program per- 
mits you to work with the enormous 
graphics files it can generate. 

Meanwhile, let us explore the options 
that you do have. ST Scan itself con- 
tains ScanEdit.ACC, a desk accessory 
that allows you to edit images one pixel 
at a time in eight-power magnification. 
I nfortunately, as it stands, this feature 
is all but useless, especially for scanned 
photographs. 

Suppose, for example, that you want 
to edit the scanned image of the photo- 
graph of John Coltrane to remove the 
microphone, boom stand, cable, etc. 
from the picture. Because a variety of 
shades of grey form the background for 
these items, it wont suffice merely to 
paint over it with black pixels. But if you 
attempt to use the magnification mode 
of ScanEdit to do the editing, you are 
almost immediately overwhelmed. 

With line art you have large blocks of 
solid black or solid white; here, in con- 
trast, what you encounter (as Figure 7 
demonstrates) are intersections of dif- 
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Figure 6. Portion of dollar bill scanned at 300 
dpi and printed at the same density on a laser 
printer. 

fercnt shades of grey, each represented 
by its own dithering pattern. As a result, 
there are few if any "landmarks" to help 
you find your way about the image once 
you are in magnification mode. 

The aulhor(s) of ScanEdit would 
have been better off using t he approach 
Tom Hudson employed in Degas Elite, 
displaying the unmagnified image on 
half of the screen and the magnified 
portion on the other half. When I re- 
marked on this point to Chuck Hum- 
phrey, he slated that the next version of 
ST Scan would include a marker of 
some sort to indicate what part of the 
image was being edited in magnifica- 
tion mode. 

Editing in Degas Elite? 

Mention of Degas Elite brings us to 
the next option. Rather than attempting 
to use the primitive editing features of 
ST Scan, you might choose to scan the 
picture of John Coltrane in the .IMG 
format, run the scanned image through 
the CONVERT program, and then edit 
the individual Degas files. 

The problem with this line of attack is 
that the areas of the picture that you 
want to edit may be in several different 
Degas files. If you make changes at the 
edges of two adjacent files, how can you 
be sure that there will be a smooth fit 
when you reassemble the files? Answer: 

you can't 

The instruction manual for ST Scan 
mentions a couple of programs. ST La- 
serPaint and a revised version of Mi- 
graph's Easy Draw with Supercharger. 
in this connection. Laser Paint, it seems 
is not now and may never be on the 
market. 



From conversations with people at 
Migraph. I surmise that the next incar- 
nation of Easy Draw promises certain 
features that can be used to edit an 
image produced by programs such as 
ST Scan. More than that. I cannot say. 
The program was due to be shipped 
sometime in September, but as we all 
know, products do not always come 
market exactly on schedule. Check w iih 
Migraph or your dealer for more infor- 
mation. 

What We Need: What We've Got 

The enjoyable thing about not being a 
programmer is that it gives you license 
t.' speculate even, on occasion, to 
dream. Not being burdened by knowl- 
edge of what is and isn't possible. I will 
make some suggestions for the kind of 
program that ST Scan needs to make 
full use of its capabilities. The most ele- 
mentary requirement, of course, is that 
it be able to manage files of several 
hundred thousand by les without getting 
indigestion. 

Next, it must have the ability to put 
on the screen a rough representation of 
at least one-quarter, and preferably 



ol~ the screen should display the effects 
of the changes you make as you make 
them. 

And. finally, the program should al- 
low you lo manipulate the components 
of the image as objects— rather than 
working on them only on a pixel-by- 
pixcl basis — when in magnification 
mode. 

In the interim, however. I am hardly 
going toshroud myself in mourning gar- 
ments for even now there arc too 
many rewarding ways of putting ST 
Scan to work for mc to lose precious 
moments pining for that which does not 
exist. 

If I admit to being infatuated w ith ST 
Scan. I must add in the same breath it is 
an infatuation that intimacy has not di- 
minished. Before I acquired it. I wis 
debating whether my next purchase 
should be one of the cheaper laser print- 
ers, a larger monitor, or ST Scan. Since 
purchasing the scanner. I have never 
had cause to regret my choice. 

You can. after all, always beg. bor- 
row, or rent time on a laser printer, and 
I'm still finding my SM 124 monitor to 
be eminenih serviceable. But a scatt- 
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Figure 7. Portion of photograph ot John Coltrane displayed at 8X magnification. Note the 
diagonal intersection of two different dithering patterns— representing two shades of grey- 
slightly to the right of center. 



more, of the scanned image, regardless 
of SJ7C. 

Third, you should be able to define a 
segment of the image for editing, and 
this segment should then appear on half 
of the screen at a magnification that 
would depend on the size of the segment 
(the larger the segment, the lower the 
degree of magnification): the other half 



nerl For that. I know of no substitute. 
My hunch, moreover, is that Atari's 
management is equally overjoyed at the 
timely arrival of ST Scan. For more. 
perhaps, than any other single product 
that has appeared to date, the mere exis- 
tence of a piece of equipment such as ST 
Scan proclaims that the Atari ST has 
come of age. ■ 
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Because we have so many solutions 
and programs from previous is- 
sues to present, there arc only 
four new problems this issue, all of 
which are reasonably simple. Answers 
are on page 81. 




12 Days of Christmas 

How many individual items did my 
true love give to me from the first 
through the 1 2th day of Christmas? (A 
partridge in a pear tree counts as one 
item.) 



Longest Ladder Solution 

In the Summer '87 issue, we posed 
the following problem. "What is the 
longest ladder a painter can carry in a 
horizontal position around a corner in 
Genoa where a 4-meter wide alley 
meets one that is 2.5 meters wide?" 

Using the diagram below, we wrote a 
short program to solve the problem by 
successive approximation. However. 
Hy Yuster of East Brunswick. NJ, rea- 
soned that there must be a direct solu- 
tion. By using our equation for L (L = 
4/cosA + 2.5/sinA) and the fact that 
one can solve for A when L is at its 
minimum value. Hy used differential 
calculus and a Pascal program to solve 
the problem. 

His derivation is shown in Figure 1. 

Now you can solve the problem sim- 




By DAVID H. AHL 



The Friendly Skies 

Ever) hour on the hour a jet plane 
leaves Nem York for Los Angeles and, 
at the same instant, one leaves Los An- 
geles for New York. If each trip lasts 
exactly five hours, how man\ planes 
from L.A. will the passengers on the 
plane from N.Y. see? 



Every day. the caretaker at Hadden 
Hall sets the old grandfather clock pre- 
cisely at noon. But it does not run well; 
in fact, the probability that it will stop is 
10*%. per hour. At midnight, what is the 
probability that the hour hand will point 
below the horizontal? 



No Remainder 

There is only one number, apart from 
1 . which divides exactly into all of these 
numbers: 

163231 152057 135749 
What is it? 




4.o 



1-5 



ply by writing a program to solve for A 
(equals the arctan of the cube root of 
2.5/4) and substitute it in the original 
equation for ladder length. The answer 
is as we published. 9.10977 meters. 



Figure 1. 


L = 4/cosA + 2.5/sinA a 


4 secA +2.5 cscA 


d(L) = D(4 secA + 2.5 c 


scA) 




dL = 4 secA tanA dA - 2 


. 5 cscA cotA dA 


dL/dA = 4 1/cosA tanA - 


2.5 


1/sinA cotA 


= 4 1/cosA sinA/cosA 


- 2.5 1/sinA cosA/sinA 


= 4 5inA/(cosA)~2 


- 2 


5 cosA/(sinA)-2 


but dL/dA a 






so 2.5 cosA/(sinA)~2 


= 4 


sinA/(cosA)*2 


2 5/4 = sinA/(cosA)"2 


(sinA)"2/cosA 


(tanA)~3 = 2.5/4 






finally A = arctan(0. 


i2b 


1/3) 
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Lucky 6 



Another problem in the Summer is- 
sue was Luck) 6 in which we presented 
the first four numbers in a sequence and 
asked for programs to generate the 6th. 
60th. and 600th number in the se- 
quence. The first four numbers were: 

12 3 4 5 6 
12 3 4 6 5 
1 2 3 5 4 6 

1 2 3 5 6 4 



\\c received a mailbag full of pro- 
grams, the majority of which were 
wrong. Indeed, many would not even 
generate the first four numbers listed 
above correctly! 

A very straightforward (correct) pro- 
gram was submitted by Robert Mueller 
of Kettering. OH. It runs in both 8-bit 
and ST Basic and prints the sequence 
number and value of each clement, two 
elements per line ( Listing 1 ). Very nice! 



\ somewhat more elegant solution 
was received from Sangit Parvat of The 
Netherlands (Listing 2). Although 
written on an 8-bit computer, it also 
runs in ST Basic. It computes the ele- 
ments as string values and converts 
them to numbers when printing (Line 
90). 

Oh. \es. the 6th element is 123654. 
the 60th is 143652. and the 600th is 
564321. 





Listing 1. 


10 N-l 


20 FOR A=l TO 6 


30 FOR B=l TO 6: IF B=A THEN 140 


40 FOR C=l TO 6: IP C-A OR C=B THEN :3C 


50 FOR D=l TO 6: IF D=A OR D=B OR D-C THEN a 20 


60 E=0:REM FIND E AND F 


70 FOR K=l TO 6: IF K=l OR K=B OR K=C OR K=D THEN 100 


80 IF E=0 THEN E=K:60T0 100 


90 F-K : POP : GOTO 110 


100 NEXT K 


110 PRINT N.A;B;C:D;E;F.N+l.A:B;C;D;F;r.:N«N«-2 


120 NEXT D 


130 NEXT C 


140 NEXT B 


150 NEXT A 



Listing 2. 


10 


DIM A (6) :Q=6 


1=1 :C=0 






20 


J=C+1:IF J>6 


THEN 110 






30 


All! =J: FOR M= 


-0 TO 1-1 






40 


IF A(I)=A(M) 


THEN C=J 


:GOT0 


20 


50 


NEXT M 








60 


I=I+1:IF I>Q 


THEN 80 






70 


C=0:GOTO 20 








80 


FOR N=l TO Q 








90 


PRINT CHRS(A(N)+48) : : 


NEXT 


N 


100 PRINT " 


[=Q:GOTO 


120 




110 I=I-1:IF 1= 


3 THEN PRINT ' 


DONE" :END 


120 C=A(I1 :G0T0 


20 







Good and Bad Juice 

The answer given in the Summer is- 
sue was incorrect in that it did not take 
into account that one glass of bad juice 
had already been drunk at the time the 
mixing process started. Thus, line 20 of 
the program should read FOR 1=1 TO 
7 ;ind the answer should be 0.647. not 
523. Sorry! 



Flagstone Walk 

This problem, also in the Summer 
issue, generated bv far the most corre- 
spondence. Art Matz of Reading. OH. 
improved on our program substantial!} 
bv changing variable I to a string (IS) 
and changing the comparisons from one 
digit to 100-character strings. With 
these changes, the program produced a 
400-stonc sequence in 15 minutes as 
compared to 1 2 hours taken by the orig- 
inal program. 

However, the real prize goes to Roger 
Scott Lumsden of Toronto for his APL 
solution. Roger tried a number of strat- 
egies for selecting each successive num- 
ber in the chain and eventually settled 



on simply using a random number not 
equal to the last number in the chain. 
Using that Strategy, he examined pat- 
tern lengths and found, as would, per- 
haps, be expected, that 60% of the pat- 
terns were of length 2. But then, pattern 
lengths drop substantially to 16% of 
length 3. 1 7% o\' length 4. 2 r i of length 
6. and 5% of length 8 or greater. Sur- 
prisingly, there are no patterns of length 
5. 7. or 9. The longest repeated pattern 
he ever observed was length 1 8. but that 
is very rare. 

The problem in developing long 
chains is that the time to do a complete 
pattern test for a new clement of the 
chain is proportional to the square of the 
chain length. So above 1000elcmenls.it 
takes more than 30 seconds to add just 
one new element. 

However, because repeat patterns 
seem to be much shorter. Roger wrote 
his program to check patterns onl\ up to 
length 64 (3.5 times his longest ob- 
served repeat pattern). Doing that cuts 
the test time to a constant after the walk 
gets to be 1 28 stones long, and you can 
keep going morc-or-less indefinitely. 

Roger included a pattern of 1024 
stones, but there is little reason to be- 
lieve that is the upper limit. In fact, it is 



quite possible that there is no upper 
limit. Given the amount of computer 
time necessary to find out. it isalsoquite 
possible that this problem will go un- 
solved for many years. 



Marco Polo 

In the Scpt/Oct "87 issue, we pub- 
lished the Marco Polo program, noting 
that the shooting timer routine did not 
work because of differences between ST 
Basic and Microsoft Basic. Slawo Wc- 
solkowski of Sydney. Nova Scotia, has 
come up with a solution that simply 
PEEKS at the internal timer pointer. This 
pointer is at an absolute location of 
1123 (decimal), so the command 
PI I K( I 123) will yield the time in sec- 
onds since the computer was turned on. 
So. to put the shooting timer in the 
Marco Polo program you simply change 
three lines: 

3640 S l=PEEK( 1 1 23 ) : 'Start timer 
3680 S2=PLLK(1 123) : 'End timer 
3690SR=S2-S1-HX : RETURN 
To clean up the listing, you should 
also eliminate line 3695 which now 
serves no useful purpose. 
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Figure 1. Geometric construction of a first 
order Sierpinski curve. 



Figure 2. Construction of a second order 
Sierpinski curve. 



Figure 3. Plot of first through fourth order Sierpinski curves as produced by the 
program in Listing 1. 




Try 

This! 

Use this program to draw the 
wonderful curves of Waclaw 



Sierpinski on your Atari 

Sometime in the 1 7O0's. mathema- 
ticians described the word "cur- 
ve" more precisely than had been 
done previously by defining a curve as 
the loci of points that satisfy equations 
which are continuous functions. Unfor- 
tunately, this more precise definition 
led to some odd problems. 

If a curve describes a continuous 
function, it certainly ought to be possi- 
ble todraw a tangent toany point on the 
curve. However, by the mid-1800's. 
mathematicians began to find strange. 
new curves that met the definition of a 
curve, but that had no unique tangent at 
any point. 

One of the most famous such curves 
was one described in 1890 by Giuseppe 
Peano. This Italian logician showed 
how a single point, moving continuously 
over a square, could pass at least once 
through every point on the surface of 
the square and its boundary. Peano*s 
curve is a legitimate diagram of a con- 
tinuous function, yet nowhere on it can 
a unique tangent be drawn, because at 
no instant can one specify the direction 
in which the point is moving. 

A more modern version of this prob- 
lem is trying to measure the location 
and speed of an electron: if you measure 
its speed, you can't tell its location, and 
if you pinpoint its location, you can't 
measure its speed. 

It wasn't long after Peano's discovery 
that logicians proposed other curves 
with similar properties. Twoof the most 
interesting— in part, because the> can 
be drawn and studied — are the curves 
devised bv David Hilbcrt and Waclaw 



By DAVID H. AHL 
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Sierpinski. The basic Hilbcrt curve is 
constructed b> drawing a line around 
three sides of a square, changing direc- 
tion, and repeating the process over and 
over again. The result looks a bit like an 
Arabic mosaic. 

The Sierpinski curve is similar, but 
includes two additional lines drawn at 
an angle of 45 degrees to the basic 
square. The construction of a basic 
(first order) closed Sierpinski curve is 
show n in figure I : a second order curve 
is shown in Figure 2. 

An interesting problem for computer 
enthusiasts is to find the area bounded 
by the Sierpinski curve at its upper lim- 
it. From Figure 1. we can sec that of the 
16 smaller squares, a first order Sier- 
pinski curve occupies four squares com- 
pletely plus 1 2 one-eighths, or a total of 
"A; of the total. 

Looking at Figure 2. we see that one- 
quarter of the second order curve occu- 
pies the same area as the first order 
curve plus 7s of the corner square, or 
1 'A; plus 7x of V| 6 , which equals 5, /ug. 

If we generalize this progression, we 



SIERPINSKI CURVE 



An interesting problem for computer enthusiasts is 

to find the area bounded by the Sierpinski curve at its upper limit. 



find that the denominator of each new- 
term is four times the previous denomi- 
nator. Fach numerator is four times the 
previous numerator plus 7. Thus, the 
first few terms of the series are as shown 
in Table 1. 

I leave it up to you to write a short 
program to determine the area bounded 
by the "upper limit" Sierpinski curve. 




32 128 512 2048 8192 32768 



This area should be expressed as a frac- 
tion if possible. 

The program in Listing 1 will trace 
out a first, second, third, and fourth 
order Sierpinski curve on the display of 
an 8-bit Atari computer. After tracing 
out the four curves, the program then 
"erases" them in order (by tracing them 
out a second time in the background 
color). If you want the program to run 
continuously, change Line 90 to 
F=0:GOTO 30. 

It is not difficult to modify this pro- 
gram to run on an ST; only a few defini- 
tional lines at the beginning and the 
subroutine at Line 800 must be 
changed. We leave it as a challenge to 
readers to do this. ■ 



&fl ATARI KEY 



iAny Atari 8-bil ( Mint: ST Basic requires changes 

i \uin Basic in Lines 25. 40. 50. 80. and 800.) 



10 REM SIERPINSKI CURVES PROGRAM 

15 REM BY DAVID H. AHL <C> 1984 

20 DIM ST<5> F=0 

25 GRAPHICS 7+16 SETCOLOR 0,3,8 

30 FOR Z=l TO 4 

35 C=C+1 IF C>3 THEN C=l 

40 COLOR C 

50 IF F=l THEN COLOR 

60 GOSUB 100 

70 NEKT Z 

80 IF F=0 THEN COLOR 0F=1GOTO 30 

90 END 

100 H0=96 ■ H=H0/4 = X=3. 3*H Y=3*H ' 1=0 

110 1=1+1 X=X-H=H=H/2=Y=Y+H 

120 IF KZ THEN GOTO 110 

130 PS=I GOSUB 600 



A=H i B=-H i GOSUB 800 
A=-H ■ B=-H > GOSUB 800 
A=-H : B=H ' GOSUB 800 
A=H ' B=H i GOSUB 800 
RETURN 



140 GOSUB 200 

150 GOSUB 300 

160 GOSUB 400 

170 GOSUB 500 

180 GOSUB 700 

200 IF TP<=0 THEN RETURN 

220 PS=TP-1 GOSUB 600 

230 GOSUB 200 i A=H ' B=-H = GOSUB 800 



240 GOSUB 300 A=2*H B=0 = GOSUB 800 

250 GOSUB 500 ' A=H B=H ' GOSUB 800 

260 GOSUB 200 

270 GOSUB 700 : RETURN 

300 IF TP<=0 "THEN RETURN 

320 PS=TP-1 GOSUB 600 

330 GOSUB 300 ' A=-H ■ B=-H « GOSUB 800 

340 GOSUB 400 i A=0 i B=-2*H ' GOSUB 800 

350 GOSUB 200 A=H B=- H ■■ GOSUB 800 

360 GOSUB 300 

370 GOSUB r-00 'RETURN 

400 IF TP<=0 THEN RETURN 

420 PS=TP-1 GOSUB 600 

430 GOSUB 400 A=-H ■ B=H GOSUB 800 

440 GOSUB 500 A=-2*H B=0 ; GOSUB 800 

450 GOSUB 300 ' A=-H ■ B=-H ' GOSUB 800 

460 GOSUB 400 

470 GOSUB 700 RETURN 

500 IF TP<=0 THEN RETURN 

520 PS=TP-1 GOSUB 600 

530 GOSUB 500 « A=H ' B=H ' GOSUB B00 

540 GOSUB 200 : A=0 ' B=2*H GOSUB 800 

550 GOSUB 400 i A=-H ' B=H GOSUB 800 

560 GOSUB 500 

570 GOSUB 700 RETURN 

600 SP=SP+ 1 = ST ( SP ) =PS ' TP=PS RETURN 

700 SP=SP-1 ; TP=ST< SP ) RETURN 

800 PLOT X , Y < DRAWTO X+A, Y+B 

820 X=X+AV=Y+B RETURN 
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Puzzles & Problems 

Revisited 



Solution to 



the Vicious Neighbor Problem 



In the Sepicmbcr/Oclobcr 19X7 is- 
sue of Atari Explorer, we posed ihe 
Vicious Neighbor problem as fol- 
lows: 

If 1000 riflemen are distributed at 
random in a level one-mile square area 
and. at a signal, each one shoots and 
kills his nearest neighbor, how many 
riflemen will be left alive? The more 



general form of the problem places N 
riflemen on any rectangular plane area; 
expressed as a percentage, the answer 
will be the same in either case. 

We published the correct answer but 
challenged readers to write a program 
10 solve the problem. We received an 
excellent solution written for an Atari 
S00 from Arthur Matz of Reading, Ol I 



(sec Listing I). His explanation of the 
program follows 

In writing this program, my biggest 
concern was speed. Because there are 
1 000 riflemen and the program must 
figure out where each on will shoot, one 
million comparisons must be made. The 
program ran for four hours and ten min- 
utes. The simulated result of the pro- 
gram was 2<S9 alive. 454 shot once. 215 
shot twice, and 37 shot three times. 

I added a timer routine for use in 
tailoring the program for the quickest 
code. I tested how long it would take to 
determine who the first rifleman would 
kill and then estimated how long the 
program would run b\ multiplvine the 
result by 1000. 

Following is a description of the pro- 
gram: 

Line 5 turns off the screen to speed up 
the program. My timer routine esti- 
mates that without turning off the 
screen, the program would run for six 
hours (4<W8 slower). 

Line 10 sets up 1000 x and y coordi- 
nates, shot counters (STAT), and ten 
counters to determine how many were 
shot zero to ten times. 

Line 20 randomly selects the coordi- 
nates for all 1000 riflemen and zeroes 
out their shot counters. 

Line 25 sets the timer bytes to zero to 
start the timer. 

Lines 30 and 230 are the start and 
end of the loop that determines who 
each rifleman shoots. 

Line 50 initializes the variable 
HDIST, which keeps track of the clos- 
est distance, to 2000, which is more than 
the furthest distance. 

Lines 70 and 200 are the start and 
end of the loop that determines the dis- 
tance from the current rifleman to all 
other riflemen. 

Lines 73 and 74 calculate the x and y 
coordinate distances between two rifle- 
men. If either distance is longer than the 
current shortest distance, the program 
branches lo the end of the loop. Even 
though these ih statements are not. 
strictly speaking, necessary, without 
them the program would run 770% 
slower, taking close to 34 hours to run. 
So it is evident that calculating the actu- 
al distance is time-consuming and 
should be b> passed if possible. 

Line 75 checks to see if both riflemen 
under consideration are the same. 

Line 80 calculates the actual distance 
between the two men. and if it is less 
than the distance to any previous man. 
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saves both the distance and the rifleman 
number. 

Line 210 adds 1 to the shot count of 
the closest rifleman. 

Line 220 displays who shot whom. 

Line 221 turns the screen back off if ii 
was turned on in line 1000. 

Line 222 checks to sec if the user in 
pressing the Option key. thereby 
branching to Line 1000 (which turns 
the >creen on and gives time info). 

Line 235 turns the screen back on for 
good . 

Line 240 /crocs out the counters to 
accumulate how man\ were shot zero to 
ten times 

Lines 250 to 270 calculate the num- 
ber of riflemen shot zero to ten times 

Lines 2>S0 to 300 display the number 
o\ riflemen shot zero to ten times. 

Line 304 sets PL to 1 000 so the timer 
routine will provide the proper stats. 

Line 305 performs the timer routine 
for the final time stats. 

Lines 1000 to 1060 turn the screen 
back on and display the time stats. ■ 



Listing 1. 



5 POKE 559.0 

10 DIM X<lO0O) ,Y<1000> , ST AT (lOOO), CNT (lO) 

20 FOR PL=1 TO lOO0:X(PL>=RND(l>*10OO: Y<PL> =RND(1 > *10O0:STAT (PL) 

«0«NEXT PL 
25 POKE 20,0: POKE 19.0: POKE 18,0 
30 FOR PL=1 TO lOOO 
50 HDIST=2000 
70 FOR PL1=1 TO 1000 

73 XD=ABS(X(PL)-X(PL1)):IF XDHDIST THEN 200 

74 YD=ABSCY<PL)-YCPLin : IF YD>HDIST THEN 200 

75 IF PL=PL1 THEN 200 

80 DIST=SQR(XD»XD+YD*YD):IF DIST HDIST THEN HDIST-DIST: HPL-PL1 

200 NEXT PL1 

210 STAT(HPL)=STAT(HPL)+1 

220 7 "RIFLEMAN NO. 

221 POKE 559,0 

222 IF PEEK (53279)*= 
230 NEXT PL 
235 POKE 559,34 

240 FOP PL«0 TO 10:CNT(PL>=0:NE<T PL 
250 FOR PL=1 TO 1000 
260 CNT ( ST AT ( PL > ) =CNT ( STAT ( PL ) ) ♦ 1 
270 NEXT PL 

10 
CNT (PL):" RIFLEMEN WERE SHOT " 
300 NEXT PL 

304 PL=1000 

305 60SUB 1000 
310 END 
1000 POt E 



•;PL; '• SHOT NO. " ; HPL 
THEN GOSUB 1000 



2B0 FOR FL=0 TO 
290 



;PL:" TIMES" 



- ',34 
1010 SECONDS=<PEEK (20) *PEEK (19) 8256+PEE) < 18> »256*256) Z60 
1020 AVGSEC=SEC0NDS/PL:H0URS=SEC0NDSZ3600:HRSLEFT=(AVGSEC«1000 

Z3600-H0URS) 
1030 ? "AVG SECONDS PER SHOT IS " : AVGSEC 
1040 ? "DURATION HOURS IS ": HOURS 
1050 ? "ESTIMATED HOURS LEFT IS ";HRSLEFT 
1060 RETURN __ 



More Basic 
Computer Games 

Get an amazing 37% discount 
on an amazing book! 

More Basic Computer Games is a collection of 84 outstanding 
games which originally appeared on the pages of Creative Computing 
magazine Written in Microsoft Basic, they will run directly in ST Basic. 
About half will run directly in 8-bit Basic, while the rest will require 
some conversion 

In More Basic Computer Games, you II be able to evade a man- 
eating rabbit, crack a safe, tame a wild horse, become a millionaire, 
race your Ferrari, joust with a knight, trek across the desert on your 
camel, and navigate in deep space You'll find many types of games: 
logic, word. card, fantasy, psychological, and adventure. 

In the famous Hunt the Wumpus game by Gregory Yob. you roam 
around in a 3-D dodecahedron hunting a Wumpus with your bow and 
crooked arrows that can shoot up to five caves away. Watch out for 
bottomless pits, superbats that lift you from one location to another, 
and. of course, the horrible man-eating Wumpus itself 

In the book, you'll also find Bobstones. the game played in Water- 
ship Down, the original versions of Dodge Em and Eliza, and Edward 
de Bono's sensational L Game. 

More Basic Computer Games sells for $7.95 in bookstores every- 
where However, we have a small quantity with an older cover that 
we're selling for just US$5.00 postpaid (Canada and foreign, add $ 1 .00 
postage) Payment in advance by check or MO. please. Send your 
order to Creative Closeouts. 12 Indian Head Road. Morristown. NJ 
07960. 




EMPIRE 

Wargame of the Century ™ 



Vernon ? 



by Waller Br.qhl & 

Mark Baldwin 



EMPIRE- Wargame of the Century, from the STAR FLEET 
series of games, is a strategic simulation of global conflict, 
conquest, and empire building. As an Alliance Task Force 
leader, you must explore and conquer new territory, and 
produce the land. air. and sea forces needed to unite the 
planet Command armies, fighters, aircraft carriers, 
destroyers, submarines, and more But be careful: your 
enemies are formidable and cunning All your strategic skills 
are required, and there can be only one winner! 



WARNING: This program is highly addictive' 



For the Atari ST. IBM PC: J49.9S. 



interatel 



Distributed by 



P.O. Box 57825 

W«t»ter, T«xa» 77598 

(713)486-4163 



tLtCIKONiC AHTS 



To order: Visit your retailer or call 800-245-4525 (m CA call 

800 562-1112) tor VISA/MC orders Or. write Electronic Arts, 

PO Box 7530. San Mateo, CA 94404 Add $5 s/h 
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Greetings, teiecommunicators. 
This month we will have a look 
at PC Pursuit, examine the 
FCC's attempt to surcharge online 
time, and present an update on ST files 
available on CompuServe. 

Before we begin, however, we should 
mention that the Atari SX212 modem 
is now shipping. It is an extremely inex- 
pensive ($99.95). high quality' 1200 
baud modem designed specifically for 
your Atari computer. It removes any 
last vestige of an excuse you may have to 
run at 300 baud. If you are at all inter- 
ested in an ongoing commitment to tele- 
communications, do yourself a favor 
and move up to 1 200 baud. We guaran- 
tee you'll be glad you did. 

Pursuing PC Pursuit 

Telenet's PC Pursuit is a long dis- 
tance PC-to-PC communications ser- 
vice. As opposed to an actual informa- 
tion service, such as Delphi or Genie, 
the PC Pursuit Network allows you to 
access individual bulletin boards and 
other personal computers in serviced 
cities across the country — at a substan- 
tially reduced rate. 

By placing a local call to the Telenet 
Network frcm any of nearly 18,000 
U.S. cities and towns, you can access a 
wealth of online resources in 25 of 
America's largest business and infor- 
mation centers. For $25 a month, you 
can make an unlimited number of data 
connections at night (6:00 p.m. to 7:00 
a.m.) during the week and all day on 
weekends and holidays. You can also 
use PC Pursuit during the day for $14 
an hour. Sure, it sounds high, but that is 
less than half the cost of standard long 
distance dialing. 

PC Pursuit can save you up to 75% on 
your long distance data calls. And you 
don't sacrifice quality in the process - 
the service provides superior transmis- 
sion, routing your call over the Telenet 
Public Data Network, a net that is accu- 
rate and reliable, 24 hours a day. 

Currently, computer resources arc 
accessible in the following 25 cities via 
PC Pursuit: 

404 Atlanta 

617 Boston 

312 Chicago 
216 Cleveland 
214 Dallas 
303 Denver 

313 Detroit 
818Glendale 
713 Houston 
213 Los Angeles 
305 Miami 



A service that may lower 

your phone bill; 

a proposal that may 

increase 

your on-line charges; 

and a look at ST files 

on CompuServe 




Teletalk 



By JOHN J. ANDERSON 



414 Milwaukee 
612 Minneapolis 

201 Newark 
212 New York 
602 Phoenix 
215 Philadelphia 
503 Portland 

919 Research Triangle 
801 Salt Lake City 

415 San Francisco 
408 San Jose 

206 Seattle 

202 Washington, DC 
813 Tampa 

Using the service, you can do the fol- 
lowing: 

• Transfer files, including spread- 



sheets, word processing documents, and 
graphics to business associates. 

• Upload and download public do- 
main software from bulletin board sys- 
tems in each PC Pursuit city . 

• Correspond with friends who have 
communicating PCs. 

• Access valuable business informa- 
tion and databases for research. 

• Shop and advertise in electronic 
catalogs. 

All PC Pursuit charges are billed di- 
rectly to your MasterCard, Visa, or 
American Express account. In addition 
to the monthly bill, there is a one-time 
$25 sign-up and registration fee. 

For more information, call (800)TE- 
LENET ( voice connection ). Or you can 
call (703) 689-3561 (data connection) 
to reach the PC Pursuit Information 
BBS. There you can read a brief intro- 
duction to Telenet's PC Pursuit: learn 
w here lo call for more information, ei- 
ther by modem or voice: and. if you 
choose, register for the service. Be fore- 
uarned. however: it will take seven to 
ten days to process your request. 

lor an up-to-date listing of Telenet 
local access numbers call (800) 424- 
9494 (data connection). Call at 7 bits. 
even parity, 1 stop bit, and enter three 
carriage returns upon connect. Then en- 
ter your area code and local exchange. 
At the (" prompt, type: 

MAIL<cr> 

USERNAME: Phones 

PASSWORD: Phones 
ST users on PC Pursuit have found that 
access to three more area codes in heavi- 
ly-populated areas is also possible, pro- 
viding access to 50 more Atari 8- and 
16-bit bulletin boards. In the 212 area 
code (New York City), you can access 
the 718 area code (Brooklyn and 
Queens) as follows 

ATZ<cr> 

<control-c><cr> 
At the HELLO. I'M READY prompt, type: 

D<cr> 
At the NUMBER prompt, type: 

1 718 <number> 
Not all 718 numbers are available 
through this method, but many are. 

From the 202 (Washington DC) area 
code, you can also access 301 (Mary- 
land) and 703 (Northern Virginia). 
Just dial as if you were dialing through 
the 202 area code. A "feature" in the 
regional exchange system will allow 
your call to go through just as if it were 
directly to that area code. 

The only real caveat we will offer for 
the PC Pursuit system is "heavy hack- 
ers beware." With a $25 maximum 
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charge, you might find yourself logging 
hundreds of hours a monih online. 
Please remember 10 eat regularly from 
all four food groups, bathe when you get 
a chance, and socialize with others in 
person once in a while if only for prac- 
tice. 

FCC Proposes Surcharge 

In a "Notice of Proposed Rule Ma- 
king'" released several months ago. the 
Federal Communications Commission 
recommended that companies using lo- 
cal telephone exchanges to provide in- 
terstate access to "enhanced services" 
be assessed an access charge. These 
"enhanced service providers" include 
companies such as CompuServe. Te- 
lenet. Tymnet, and all other services 
that provide computer-based communi- 
cations, information retrieval, and net- 
work services. 

Such companies would be charged as 
much as S5 an hour each time one of 
their customers used a local telephone 
exchange to access an interstate data 
communications network. As of this 
writing, the new rate structure was set 
to take effect January 1. 1988. 

The FCC had originally "exempted" 
enhanced service providers from this 
charge because of concern.s that an ac- 
cess fee would increase operating costs 
too sharply and threaten their economic 
viability. Now, according to the FCC 
proposal, that exemption is no longer 
appropriate, and these companies must 
pay more of the cost of providing local 
telephone exchanges. 

It would be very unrealistic to assume 
that these added costs would not be 
passed on very quickly to consumers — 
consumers who are already paying a 



Puzzles & Problems 
Answers 



Problems are on page 74. 

12 Days of Christmas 
364 

The Friendly Skies 

The passengers will see five planes 
(or six. if they count the one that 
is just taking off as they land). 

Stopped Clock 

34.2 r r 

No Remainder 

151 



monthly fee for local telephone service, 
which the FCC says may legally be in- 
creased twice by April 1989. 

On a larger scale, the proposed fee 
could stunt the growth of the fledgling 
information service industry. Current 
users might suddenly find their favorite 
services priced beyond reach: prospec- 
tive users might decide against sub- 
scribing on the basis of cost alone. 

The impact would be particularly se- 
vere on educational and other non-prof- 
it institutions that rely heavily on af- 



thru in the edit screen. Also included 
arc two banks of random patches. 

In Data Library 13 (Animation/De- 
mos/Neo): 

• RUBLR.ARC/binary. OK. anima- 
tion fans, here's something you've never 
seen on an Atari computer before. Dar- 
rel Anderson has created a rubber- 
necked creature with CAD-3D 2.0, us- 
ing the splined-object abilities of the 
Cyber Control. An amazing demo. Re- 
quires the Cyber Studio Animator or 
\\ I math:. PRO. available online. 



// you are at all Interested in an ongoing 

commitment to telecommunications, do yourself a favor and move 
up to 1200 baud. 



fordable access to online information. 
With the market for online services so 
curtailed, the steady growth and com- 
petition that have characterized this 
young industry would be stifled. 

The industry association for comput- 
er software and services. ADAPSO. has 
sharply criticized the proposal, claim- 
ing that it "would have devastating ef- 
fect on the U.S. computer services in- 
dustry while severely and unnecessarily 
increasing costs to users of data process- 
ing services." 

You've heard the phrase before: write 
your congressman. 

What's New on CompuServe 

It has been a while since we have 
looked through the data library coffers 
of the Atari ST Forum on CompuServe 
(type GO Atari I6<cr>). Here's a look 
at the cream of the latest uploads there. 

In Data Library 6 (Sound/ Music): 

•GFAPI A ARC/binary. This program 
allows you to play an ST "piano" using 
the mouse. It has a replay mode with 
selectable speed. Songs can also be 
saved to disk. The program is written 
and compiled in GFA Basic with a 
monochrome monitor. 

• TXLBR2. ARC/binary. This is a 
much improved version of TXLIBR ARC. 
which was uploaded previously. It is a 
fully GEM-based Librarian/Editor for 
the Yamaha TX81Z synthesizer. The 
new version features improved error de- 
tection, drastic action confirmation, 
random patch generation, and MIDI- 



• ANIGSE. ARC/binary . An Aegis An- 
imator script by Jim Kent, the main 
author of Aegis Animator ST. A school 
offish swimming and plants waving in a 
modulating color sea. Cels painted in 
Flicker/Cyber Paint. Backdrop painted 
in NeoChrome and Flicker with poly- 
gons pasted on in the Animator. Color 
monitor only, requires Aegis Animator 
or the PD Player, which is available 
online. 

In Data Library 3 (Utilities): 
•SL.PBT2.ARC/binary. Version 2.0 of 
Super Boot adds the ability to show a 
welcome screen (from a tny picture), 
disable keyclick. speed up disk access, 
and fix a bug in setting the date/time. 
Also includes a new mouse-driven con- 
figuration and belter documentation 
Other features: Set date/time, choose 
which accessories and autoboot pro- 
grams to load in. select any DESKTO- 
P.INF. set write verify on/off, and more. 
Should work on any color or mono- 
chrome ST from any boot disk. Untest- 
ed in monochrome at press time. 

• FORMAT ARC/binary. A revamp of 
the popular I orviati l.ACC, this floppy 
disk formatter utility is unlike others 
because it can initialize each track with 
1 1 reliable sectors. Single-sided disks 
come up with 456,704 bytes available to 
the user, while double-sided disks have 
923,648. This version works under 
G EM and allows user selection of tracks 
(80-83) and sectors per track (9-11). 

Talk to you next time. Meanwhile, 
keep on downloading! ■ 



VOLUME 8 NUMBER 1 ATARI EXPLORER 8 1 



THE GAME 



In Subway Scavenger, you are a 
messenger hired to pick up and de- 
liver packages ail over New York 
City. Starling at 9:00 a.m., your log will 
show five deliveries and five pickups. 
You start from your office in the Port 
Authority Bus Terminal at 8th Avenue 
and 42nd Street and work until quitting 
time. 

During the course of your day, you 
face typical New York subway haz- 
ards stuck doors, track fires, and un- 
savory characters — but the clock is 
vour biggest enemy. The following rules 
govern your progress through your de- 
livery schedule: 

* When you arrive at a station on 
foot, you are told which trains stop at 
that station. You buy a token for $1 .00 
and board whichever train you wish. 

* At each station, you can either get 
off or stay on. If you get off. you can 
then take another train ( if the station is 
an interchange point) or make a deliv- 
ery or pickup (if the station is within 
walking distance of your destination). 
Remember that express trains don't 
stop at all stations. The following clues 
should help non-New Yorkers. 

* Brooklyn Academy of Music is ab- 
breviated BAM. 

*Rockaway Boulevard in Woodha- 
ven (Queens) is on the A Train line. 

* Harlem is serviced by the A. B, and 
D Lines. 

*The World Trade Center is an easy 
walk from Chambers Street. 

*The New York Stock Exchange is 
an easy walk from Wall Street. 

* Grand Street and Canal Street run 
through Chinatown. 

If you do not have a NY Subway 
Map, you should probably make your 
own as you play the game the first few 
times. Note the stops on each line and 
which stations can be used as transfer 
points. 

By the lime you complete a few- 
games of Subway Scavenger, you will 
feel like a native New Yorker— and 
probably be qualified for a high-paying 
job as a subway courier. Write if you get 
work! 
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The first underground subway sys- 
tem in the world went into ser- 
vice in London. England, in 
1863. Other early subway systems in- 
ude those of Glasgow (1886). Buda- 
pest (1896). Boston (the first in the 
United States, 1898). Paris (1900). 
Berlin (1902). New York (1904). Ma- 
drid (1919). Tokyo (1927). Moscow 
(1935) and Chicago (1943). Toronto's 
subway, completed in 1954. was the 
first in Canada. 

Some subways consist of onl \ a si ngle 
line, but most, such as the Metropoli- 
tan in Paris, the New York Subway 
System, and the London Underground, 
arc networks. By far the largest under- 
ground transportation system in the 
world is that of New York City, which 
includes 230 route miles of track and 
465 stations. But development of the 
system did not occur quickly or easily. 
As immigrants poured into New 
York in the early 1800s. the City grew 
so fast that street congestion soon be- 
came a major problem for pedestrians 
and drivers of horse-drawn wagons, om- 
nibuses, and carriages. As a result, sev- 
eral mass-transit systems were pro- 
posed for New York City, with a 
subway suggested as early as 1 864. 
However, it was an elevated railway 
that got the approval of both backers 
and politicians, and the first one. a ca- 
ble-operated affair along Ninth Ave- 
nue, went into operation on February 
14. 1870. 

The cable frequently broke, disrupt- 
ing service, so. on October 27. 1871. the 
line installed a steam locomotive to pull 
the cars. At the same time, a passing 
track was built in the center of the line 
enabling trains to run in two directions. 
Running time over the entire route from 
Dey Street (near the Battery at the 
southern tip of Manhattan) to 29th 
Street was 28 minutes 

The success of this line— more than 
5000 fares daily — convinced a legion of 
skeptics that the "el" was the panacea 
for all of Manhattan's street-level traf- 
fic problems, and for the next 20 years 
the els spread like cucumber vines all 
over the City. 

A Better Idea 

Thedisadvantage of the elevated rail- 
ways was thai they were noisy, smelly, 
dirty, and a detriment to the neighbor- 
hoods over which they rolled. An inven- 
tor. Frank J. Sprague. had a solution: 



electricity. Sprague had built an experi- 
mental electric car. which had won the 
attention of Jay Gould, the great New 
York railroad financier, and finally per- 
suaded Gould to take a ride in his ex- 
perimental car. 

Anxious to show it off, Sprague en- 
thusiastically yanked the controller to 
set the train in motion. But he pulled the 
controller too abruptly, and a fuse blew. 
The noise, which sounded like a bomb 
exploding, completely unnerved Gould, 
who instantly abandoned all interest in 
electric traction. Sprague was forced to 
look elsewhere for backing. 

"Elsewhere" turned out to be Chica- 
go. IL. Richmond. IN and St. Joseph. 
MO. Sprague's electrified, multiple- 
unit trains worked so well in these cities 
that in 1898 Brooklyn's steam-operated 
els began converting to electricity, and 
by 1 903 all of New York's els were rc- 
equipped with Sprague locomotives. 

More important, electric locomotives 
opened the possibility of building un- 
derground railways in Manhattan, an 
idea that had previously been dismissed 
because of the danger of smoke and 
steam in long underground runs. 

Ground was broken in March 1900 
for the first underground line in New 
York, a five-mile run from City Hall 
downtown up the East Side to Grand 
Central Terminal at 42nd Street. 

Rather than using the London and 
Glasgow method of boring an under- 
ground tunnel. New York's planners 
chose the open-trench approach that 
had been employed successfully in Bu- 
dapest. Using this approach, a huge, 
deep trench was cut; a roof was made of 
steel girders; and fill and paving were 
added above the roof. 

While this method was infinitely 
cheaper, easier, and faster than boring a 
tunnel, it was not popular with shop- 
keepers who wondered if the din and 
disruption would ever end. Eventual!) it 
did, and the first subwa\ was put into 
service on October 27, 1904. 

By this time, the promoters had vast- 
ly extended their plans, and the line, the 
Inlerborough Rapid Transit (IRT). ex- 
tended from City Hall to 145th Street 
and Broadway in upper Manhattan. 
The length of the route was 1 3 1 /: miles, 
and the travel time was 26 minutes. 

Lxtensions and other lines were soon 
opened to meet increasing public de- 
mand for service. By 1912. a tunnel to 
Brooklyn was opened, and a few years 
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later, another took trains under the 
Harlem River to the Bronx. 

Meanwhile, the directors of the 
Brooklyn Rapid Transit (BRT) Com- 
pany, a holding company that owned 
several els in Brooklyn, were enviously 
watching the success of the IRT. To 
grab a piece of the subway pic. they 
proposed to the city an ambitious plan 
to build a new subway from lower Man- 
hattan up Broadway to the Queensboro 
Bridge, connecting it with tunnncls to 
both Brooklyn and Staten Island. 

The directors of the I RT and the new- 
ly-formed Hudson-Manhattan Tubes 
Company weren't happy about this, 
particularly when the City announced a 
splitting of the routes in what became 
known as "the Dual (IRT- BRT) Con- 
tracts." The BRT (later the BMT) ben- 
efitted the most, getting 87.8 route 
miles all over Manhattan. Queens, and 
Brooklyn. The tunnel to Staten Island, 



under the jurisdiction of the New York 
Transit Authority (TA). Today more 
than 6100 cars, connected in trains of 
from 3 to 12 units, operate day and 
night over 27 routes and make nearly 
6400 trips on an average weekday. The 
lines use 1 2 bridges and 1 1 underwater 
tunnels and carry approximately one 
billion passengers per year. 

In 1978. the New York City Transit 
Authority became a subsidiary of the 
Metropolitan Transportation Author- 
ity (MTA). the nation's largest trans- 
portation system. 

MTA vehicles carry nearly two bil- 
lion riders per year — 6.3 million on an 
average weekday, or 51% of the popula- 
tion in its operating area. This exceeds 
the combined ridership of the systems of 
Chicago. Boston, and Philadelphia — 
the second, third, and fourth largest 
people movers in the country. With 
nearly 8000 rail cars, the MTA has a 




Rebecca Morris was the 

first woman to ride every inch of track 
from Brooklyn to the Bronx, from 
Queens to Manhattan, in one 
marathon odyssey. 



incidentally, was never built. 

The third big line to be built was the 
Independent Subway (IND), which 
was City-owned and operated right 
from the start. Although known for 
years as simply the Eighth Avenue sub- 
way, that was a misnomer because the 
INI) actually encompassed six basic 
routes: Washington Heights. Bronx- 
Grand Concourse. Coney Island. 
Queens-Manhattan. Sixth Avenue- 
Houston Street, and Brooklyn-Queens 
Crosstown. A seventh was added in 
1939 to service the Worlds Fair at 
Flushing Meadow. 

Unlike the Victorian IRT with its 
mosaic-decorated stations or the BMT 
with its flamboyant rolling stock, the 
IND was a no-nonsense, modern line 
with bright, spacious stations, well-en- 
gineered cars, and speedy express runs. 

The TA Is Born 

In June 1940. New York City pur- 
chased the privately-owned IRT and 
BMT and combined them with the IND 



train fleet larger than all of America's 
other rapid-transit and commuter rail- 
roads combined. The New York TA 
is charged with the operation of the sub- 
way system and surface bus fleet. The 
subway system alone employs nearly 
28.000 workers and operates its own 
police department. Although accidents, 
track fires, delays, and crime regularly 
make the nightly news, the TA stead- 
fastly maintains that the subway is ac- 
tually one of the fastest and safest ways 
to travel around the city. 

Believe It Or Not 

Just ask Rebecca Morris. Hailing 
from Youngstown. OH, with degrees in 
library science and English literature. 
Rebecca is not the sort of a person you 
would expect to find in the record 
books particularly not for being the 
first woman to ride every inch of track 
from Brooklyn to the Bronx, from 
Queens to Manhattan, in one marathon 
odyssey. But. in the fall of 1973. she did 
just that — on 67 trains in 26 hours and 



36 minutes. 

I lerman Rinkc was the first person to 
tour the entire system for a single 5-cent 
fare. In 1940. just days before the three 
lines were unified under TA control, he 
rode for 25 hours. Since that day. more 
than 70 other people recorded in an 
unofficial file at the TA Public Rela- 
tions Department — have ridden the en- 
tire system. 

The 1961 subway map notes that a 
Flushing youth rode all the routes for a 
single token in 25 hours and 36 minutes 
On April Fool's Day of 1966. the MIT 
Rapid Transit Club used a computer to 
route their attempt but failed to beat the 
best time to date. 24 hours and 56 min- 
utes, set by Geoffrey Arnold in 1963. 
But on August 3. 1967. James Law and 
six high school buddies rode the entire 
system in 22 hours. 1 1 minutes, a time 
still cited in the Guinness Book of 
World Records. 

People are fanatic about many facets 
of the subway. Bob I. eon takes pictures 
of every transit nook and cranny. How- 
ard and Suzanne Samuelson run an an- 
tique store devoted exclusively to transit 
material. Don Howard is a walking en- 
cyclopedia of transit lore, as are Hugh 
Dunne and Stan Fischlcr. 

Most of these hobbyists look back 
nostalgically to earlier days- days of 
kerosene marker lanterns, days when 
people came to New York to ride the 
IRT. days before graffiti. 

The TA Today 

In 1985. the TA set a goal of having 
28% of the cars clean and graffiti- free 
by the end of the year. They succeeded, 
but just barely. Another goal for 1985 
was to have working lights and loud- 
speakers, functioning climate conirol. 
accurate destination signs, and read- 
able maps on 90% of the subway fleet. 

While these goals — particularly with 
respect to maps were not quite real- 
ized, the TA made notable strides in 
meeting most of them. In 1985. for ex- 
ample. 78 of the TA's 465 subway sta- 
tions were repainted. 

Of the subway fleet of 6 1 25 cars, 760 
have been in service since the 1940s. 
Although in the past, the TA had pur- 
chased 200 to 400 new cars per year, 
these purchases were severely curtailed 
during the City's fiscal crisis in the mid- 
seventies. 

However, a contract to purchase 
1375 new cars from Japan was recently 
negotiated, with the older cars being 
phased out as the new Japanese-built R- 
62 cars arc delivered. The first 260 cars 
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AATARI ST POWER 



WITHOUT 
THE PRICE 



ST PERIPHERALS 
AND SUPPLIES 



SF354 

SMM804 

CO70263 

C026224 

C0266313 



Single Sided Disk Drive $199.95 

80 CPS Dot Matrix Printer $229.95 

Ribbon for the SMM804 $ 12.95 

Blank Disks, 3.5" Double Sided (box of 5) $ 16.95 

International ST Software Catalog $ 12.95 



DRAWING 

DS5027 Neochrome 
TP6026 Make-It-Move 
TP6701 Easy Draw 
TP6025 GFA Draft 
TP6705 Personal Draw Art #1 
requires Easy Draw 



TP6706 



Technical Draw Art #1 
requires Easy Draw 



$39.95 
$69.95 
$99.95 
$99.95 
$29.95 

$29.95 



DS5068 
DS5069 
DS5070 
DS5071 
DS5072 
DS5073 
DS5074 
DS5075 



Biology, Vol 1 
Biology. Vol 2 
Biology, Vol 3 
Biology. Vol 4 
Chemistry, Vol 1 
Chemistry, Vol 2 
Physics, Vol 1 
Physics. Vol 2 



EDUCATION 
High School 

DS5059 Algebra I, Vol 1 

DS5060 Algebra I, Vol 2 

DS5061 Algebra II, Vol 1 

DS5062 Algebra II, Vol 2 

DS5063 Algebra III 

DS5064 Geometry. Vol 1 

DS5065 Geometry, Vol 2 

DS6066 Statistics 

DS5067 Trigonometry 



$19.95 
$19.95 
S19.95 
$19.95 
$19.95 
$19.95 
$19.95 
$19.95 
$19.95 



General 

TP6036 Perfect Match 
TP6501 Typing Tutor 

Elementary School 

TP7601 Math Wizard 

TP7602 Fraction Action 

TP7603 Decimal Dungeon 

TP7604 Read & Rhyme 

TP7605 Kinderama 

TP7606 Animal Kingdom 

TP7607 Read-A-Rama 

TP7608 Aesop's Fables 



$19.95 
$19.95 
$19.95 
$19.95 
$19.95 
$19.95 
$19.95 
$19.95 



$39.95 
$34.95 



$39.95 
$39.95 
$39.95 
$39.95 
$39.95 
$39.95 
$39.95 
$49.95 



ATARI ORDER FORM 



NAME 



cm" 



suit 



~SF 



Mail order form and payment to. 

Atari ST, Dept. A6 
P.O. Box 61657 
Sunnyvale, CA 94088 



Please allow six to eight weeks tor delivery 
PARTt DESCRIPTION 



PRICE 



QUANTITY 



TOTAL 



Use Wank paper tor additional items 

Check or money order enclosed 
VISA or MasterCard 



SUB 
TOTAL 



_. . - 



CALIF. RESIDENTS 
ADO 7% 
SALES TAX 

Shipping and handling 
(unde« J50. add 13.50 
over $50. add S5.00I 



Exp 



Signature 



TOTAL $ 

No CODs.please 

Outside USA. add $10 to cover shipping 



ENTERTAINMENT 

DS5026 Joust 

(color monitor required) 

DS5019 Star Raiders 

(color monitor required) 

DS5020 Battlezone 

DS5045 Crystal Castles 

TP6011 Major Motion 

TP6012 Time Bandit 

TP6013 Cards 

TP6021 Karate Kid II 

TP6024 8-Ball 

TP6027 Match Point 

TP6037 Gold Runner 

TP6041 Airball 



BUSINESS 

TP630T Zoomracks I 

TP6302 Zoomracks II 

Zoomracks Templates 

TP6303 Business Starter Kit 

TP6304 Home Starter Kit 

TP6305 Accounting Starter Kit 

TP7101 EC-Calc 



MUSIC 

TP7301 Midi Play 

requires Midi Play 

TP7302 Beatles, Vol 1 
TP7303 Classics, Vol 1 
TP7304 Hits "86 



$ 29.95 



$ 29.95 



39.95 
29.95 
39.95 
39.95 
39.95 
39.95 
29.95 
39.95 
39.95 



$ 39.95 



$ 79.95 
$119.95 

$ 19.95 

$ 19.95 

$ 49.95 

$ 69.95 



$ 49.95 

$ 19.95 
$ 19.95 
$ 19.95 



PROGRAMMING LANGUAGES 

TP6019 GFA Basic » 79.95 

TP6020 GFA Basic Compiler $ 79.95 

TP6402 Fortran 77 $ 99.95 

TP6403 UCSD Pascal $ 9995 

TP6404 UCSD Pascal Plus $199.95 

TP6601 LDW Basic Compiler $ 89.95 

TP7801 Mark Williams "C" $179.95 



UTILITIES 

DS5035 VT100 * 39.95 

TP6029 Michtron Utilities $ 59.95 

TP6031 Stuff S 39.95 

TP6703 Fast * 49.95 
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were delivered under this contract in 
1 984, and they will continue to be deliv- 
ered at the rate of roughly 250 per year 
through 1988. 

When the subway first opened in 
1904. the fare was a nickel, which was a 
relatively large amount at the turn of 
the century. But. the fare remained con- 
stant for over 50 years, and by 1956 the 
5-cent fare was a real bargain. In con- 
trast, over the next 30 years the fare was 
raised eight times until it reached its 
current level of $1. 

As the fare has increased, so has the 
number of people who try to beat it by 
putting slugs in the turnstiles. Indeed, 
as of the end of 1985, the TA was col- 
lecting more than 1 3,000 slugs per day, 
resulting in a financial loss of almost $3 
million per year. 

In an attempt to thwart cheaters, the 
TA has changed the design of the token 
to one with a stainless-steel center that 



The Program 



At first glance, the Subway Scav- 
enger program may look quite 
complicated, because of both its 
length and the complexity of many pro- 
gram statements. In fact, the program is 
shorter than it seems and is relatively 
easj to understand — as well as being 
exceptionally versatile and powerful. 

The versatility and power of the pro- 
gram stem from its general framework, 
which could be used to represent almost 
any kind of system with intersecting 
nodes. In this particular version, the 
framework is used to represent the New 
York City Subway System. However, it 
could just as easily accept data from any 
other subway (London, Tokyo. Mos- 
cow, San Francisco, etc.). train (Am- 
trak. BritRail. etc.), bus, or, for that 
matter, pedestrian system (Disneyland, 
a large building, manufacturing plant. 
etc.). 

It could even be used to model a 
mixed-mode system like a university 
with foot, auto, and bus transportation. 
Nor is the framework limited to trans- 
portation problems; it could also be used 
to simulate electronic-message traffic 
over a data network or a mixed system 
using voice, data, and manual transmis- 
sion of messages 

While the Subway Scavenger pro- 
gram is more than 570 lines long, more 
than 300 of them are data statements. 
Thus the program itself is of modest 
length. Indeed, when the player instruc- 



looks like a "bull's-eye," an apt name as 
they are targeted at slug users. In mid- 
1986, all 2600 turnstiles at 749 entry 
locations were changed to accept only 
the new token. 

The next time you are in New York, 
ride the subway. There is no better or 
faster way to get around and after you 
master Subway Scavenger you'll really 
know how to do it. 
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tions. prompts, and minor subroutines 
are stripped out, the main program is 
only about 80 lines long. 

Before learning more about the pro- 
gram itself, it is important for you to 
become familiar with the three main 
types of data. First are the data about 
the nodes of the system, in this case the 
subway stations. To each node (or sta- 
tion) we must assign a number (STA), 
and we probably want to give it a name 
as well (STATIONS(STA)). We must 
also know how many transportation 
routes (subwav lines) intersect the node 
(STANU(STA)) and which ones they 
arc (STATR(STA.n)). 

Second, to each line of transporta- 
tion, we must assign a number (TR ) and 
possibly a name (TRAINS(TR)). In 
addition, we must know how many 



nodes it intersects (TRSTOP(TR)) and 
which ones they arc (TRSTA(TR.n)). 
For convenience, we may also want to 
know the starting and ending point, so 
we can differentiate point-to-point 
routes from circular or continuous ones. 
In fact, the New York Subwav System 
has only point-to-point routes, unlike 
the London Underground which has a 
mixture of circular and point-to-point 
routes. 

Third, once the system is described, 
we must know what is to be transmitted 
(in this case, packages carried by a hu- 
man being). To each package, we must 
assign a number ( PKG ) and. optionally, 
a name (PKGDFSS(PKG)). We must 
also know where it is coming from and 
where it is going in terms of the nodes of 
the system (PKGSTA(PKG.n)). 

We don't really care which subway 
line it is carried on as long as it reaches 
its destination. In some cases, the build- 
ing to which a package is to be delivered 
can be reached from more than one sub- 
wav station. Naturally, it is usually 
preferable to use the closest station, be- 
cause you spend less time walking. 
However, in some cases it is more effi- 
cient to walk a few extra blocks if you 
can reach a destination without having 
to ride out of your way to a station at 
which you can transfer to a closer line. 

The main program consists of six ma- 
jor sections. The first one. "Arrive at 
station." (Lines 340-510) prints the 
name of the station at which you have 
arrived and the names of the trains that 
stop there. You can arrive on foot or by 
train. If you arrive on a train and that 
station is the end of the line, you must 
get off. 

Otherwise, you can choose to gel off 
or stay on the train. 

If you get off the train, you must 
decide w hat to do next: make a pick-up. 
make a delivery, check your logbook, or 
catch another train. If vou decide to 



MTA VehiCleS carry 
nearly two billion riders per 
year— 6. 3 million on an 
average weekday — or 57% 
of the population in its 
operating area. 
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catch another train, the program 
branches to the "Trains coming" sec- 
tion (lines 530-670). Line 550 picks a 
random train to arrive at the station: 

550 RN=INT(1+STANU(STA)*RND<1)) 

Recall that STANU(STA) is the num- 
ber of trains that stop at a particular 
station: thus. RN will be an integer be- 
tween 1 and STANU(STA). In Line 
560. RN is used as the argument of 
STATR(STA.RN) to recover the actu- 
al number of the train: 

560TR = STATR(STA.RN) 

The next two lines check to see if the 
current station (STA) is at one end of 
the line or the other for train TR. If so. 
that station is eliminated as a possible 
destination for train TR. Otherwise, 
train TR could have as its destination 
either end of the line (selected in Line 
590). If you decide to board a particular 
train, the routine in Lines 640-660 per- 
forms the important function of deter- 
mining just where that train is along its 
route. 

This may sound unnecessary: after 
all. the program knows you are at sta- 
tion STA. However, station STA may 
be the fourth stop for train I and the 
twelfth stop for train 2. and so on; it is 
this index value that is determined by 
Lines 640-660: 

640 FOR 1= 1 TO TRSTOP(TR) 

650 IF TRSTA(TR.1)OSTA THEN NEXT I 

660 TRSTX=I 

First. Line 640 iterates through all the 
possible stops for train TR. In the data, 
these arc station numbers. Line 650 
compares each station number 
(TRSTA(TR.I)) with the current sta- 
tion STA and. if a match is not found, 
goes on to the next one. When a match is 




found. Line 660 assigns the index value 
I to the train station identification index 
TRSTX. 

Next, the "Train travel" routine 
(Lines 690-730) adds or subtracts one 
from TRSTX depending upon which 
way you are traveling, and determines 
what the next station will be. This rou- 
tine also calls the "Trip hazards" sub- 
routine (Lines 1 210-1500) which deals 
with sticky doors, muggers, track fires. 
and so on. After determining the next 
station, the program simply branches 



PROGRAM VARIABLES 



back to the "Arrive at station" section. 

If you decide to make a pickup or 
delivery at a given station, the routine at 
Lines 750-880 determines whether or 
not that is a valid option. (Has it been 
made already? Is your destination close 
enough to the station?) 

The subsequent routines simply up- 
date >our logbook and check toscc if all 
the pickups and deliveries have been 
made. If more deliveries remain, a list of 
nearby subway stations is displayed, 
and vou must walk to one of them. 



A Answer to input query (most often logbook no.) 

A$ Answer to input query, string 

B Answer to query about station to walk to 

DELTOT Total number of deliveries completed 

DES Train destination ( 1 = north or west end of line. 2=south or east 

end of line) 

DORP(n) Delivery or pickup flag (n=package no.) (0=open, 1=delivery. 

3=pickup. 4=done) Hours, for printing 

H$, HP, HR Temporary iteration variable 

I Temporary iteration variable 

J Temporary shuffling variable 

K Highest entry in logbook to date 

LGMAX Logbook number (n=package no.) 

LGPKG(n) Lunch indicator (0=no lunch. 1 =had lunch) 

LUN MIN Minutes of elapsed time from start 

MN Minutes, for printing 

PERS Person indicator (0=on foot. 1=on train) 

PKGDES$(n) Package destination name (n= package no.) 

PKGSTA(n.s) Subway stations near package destination (n=package no.. 

s=station no.) 

PKSTDS(n.s) Distance from package destination to subway station 

(n=package no., s=station no.) 

PKSTNU(n) Number of stations near package destination (n=package no.) 

PN(n) Package number 

PRLG Line printer indicator (0=off. 1=on) 

PS Total packages 

RN Random number 

STA Station number 

STANU(s) Number of trains that stop at station (s=station no.) 
STATIONS(s) Station name (s=station no.) 

STATR(s.t) Trains that stop at station (s=station no.. t=train no.) 

STNS Total stations 

TK Token indicator (0=company money. 1=own money) 

TKMAX Maximum amount of money available for tokens 

TM Maximum minutes to play (480 hard. 540 easier) 

TMS Maximum time to play (5:00 hard. 6:00 easier) 

TOKEN Number of tokens used 

TR Train number 

TRDES$(t,2) Stations at each end of a line 

TRAIN$(t) Train name (t=train no.) 

TRNS Total trains 

TRSTA(t.p) Stations that train stops at (t=train no., p=stop no.) 

TRSTOP(t) Number of stops made by train (t=train no.) 

TRSTX Train station index 

TRX Train heading ( 1 =south or east. - 1 =north or west) 

X$ Temporary string variable 
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Throughout the program, two 
"costs" are assigned. First is the cost of 
tokens ($1.00 each), which is added 
each time you arrive at a station on foot 
to lake a train (subroutine at Lines 
1 100-1 190). If you run out of money, 
the game ends. 

The second cost is time. Activities 
and events that take time are travel (two 
to three minutes between stations. Line 
720), waiting (one minute per train, 
Line 610), walking and delivery (two 
minutes per block, six minutes per deliv- 
ery. Line 910), delays due to malfunc- 
tioning doors (Line 1250) and track 
fires (Line 1480), and lunch (Line 
5210). If the total time exceeds eight 
hours (or nine hours in the easier ver- 
sion), your day has ended at 5:00 p.m. 
(or 6:00 p.m.), no more deliveries can be 
made, and the game ends. 

The subroutine in Lines 5560-5650 
shuffles the list of packages. You should 



The framework of the 

program could easily be used to 
model any other subway, train, 
bus, or pedestrian system. 



note that in addition to shuffling a list of 
integers (PN(n)), this program shuffles 
four other variables that arc associated 
with the list (package names, destina- 
tions, etc.). Thus, we see that shuffling 
can be a general function that is not 
limited to a list of integers. 

Save Time Typing 

If you don't have time to type in the 
Subway program. I will furnish the pro- 
gram on a single sided 3.5" disk read- 
able on either a 520 ST or 1040 ST for 
S5.00 postpaid. Also, if you wish to pur- 
chase the book Basic Computer Adven- 
tures which includes Subway Scaven- 
ger and nine other travel adventure 
simulations (Westward Ho, Amelia 
Larhart. Appalachian Trail. Marco 
Polo. Orient F.xpress, and others) in Mi- 
crosoft Basic (reasonably easily con- 
verted to ST Basic), it sells for SI 0.00. 

To order the disk, book, or both, send 
\our check or money order (no credit 
card, COD. or billed orders) to David 
Ahl. 12 Indian Head Rd.. Morristown. 
\'J 07960. ■ 
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ATARI KEY 



«An\ Atari ST Computer 
i ST Basic 



Notice 



Subway Scavenger is one of ten 
travel simulations in the book Basic 
Computer Adventures by David 
Ahl, published by Microsoft Press, 
and is reprinted with permission. 



The program may be used for your 
personal entertainment, but may not 
be distributed by user groups or 
uploaded to bulletin board systems 
or other on-line services. 
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GOSUB 5530 



OOom (easier)": AS 
GOTO 270 



CLEAR : CLEARW 2 ! FULLW 2 : RESTORE 

GOTOXY 0,5 : XS="Subway Scavenger" : GOSUB 553C 

PRINT : PRINT : XS="(c) by David H. Ahl. 1986" 

PRINT : PRINT : PRINT : GOSUB 5500 : GOSUB 1650 

PRINT • XS = " (Initializing data — please be oatient)" : GOSUB 5530 

DIM PN ( 20 ) , PKGDESS ( 20 ) . PKSTNU ( 20 ) , PKGSTA (20.5), PKSTDS ( 20 , 5 ) . LGPKG ( 20 > 

DIM DORP ( 20 ) , STATIONS ( 300 ) , STANU ( 300 ) . STATR ( 300 . 6 ) 

DIM TRAINS (12) ,TRSTOP(12) , TRSTA ( 12 . 50 ) . TRDESS ( 12 . 2 ) .DUM(20) 

?S=20 : STNS=264 : TRNS =11 : 'For reading data: packages, stations, tram 

LGMAX=10 : TKMAX=20 : 'Packages to start 

GOSUB 1780 : GOSUB 2050 : GOSUB 4760 : 'Read data into variables 

RANDOMIZE PEEK (1123) 

GOSUB 5560 : STA=2 1 : 'Starting station 

PRINT : FOR 1=1 TO 20 : DORP ( I ) =0 ! NEXT I 

INPUT "Do you want to be able to deliver after 

GOSUB 5300 : IF AS="Y" THEN TM=540 ! TMS="6:00' 

TM=480 : TMS="5:00" 

FOR 1 = 1 TO 5 : 'Information about deliveries 

D0RP(I)=1 : NEXT I 

FOR 1=6 TO 10 : 'Information about pick-ups 

D0RP(I)=2 : NEXT I 

PRINT : PRINT "You may want to print or cooy this log for later reference. 

GOSUB 5390 : 'Print package log 

i 

'Arrive at station routine 

GOSUB 5140 : 'Print time 

PRINT "You have arrived at " STATIONS (STA) " station." 

PRINT "Trains that stop at this station:'' 

FOR 1=1 TO STANU (STA) 

PRINT " " TRAINS (STATR (STA. I) ) : NEXT I 

IF PERS=0 THEN GOSUB 1100 : GOTO 530 : 'If on foot, buy token 

IF STAOTRSTA(TR.I) AND STAoTRSTA ( TR . TRSTOP ( TR) ) THEN 430 

PRINT "End of the line. You'll have to get off." : GOTO 450 

INPUT "Do you want to get off":AS : GOSUB 5300 

IF AS = "N" THEN 690 -. 'If want to stay on train, branch to train travel 

PERS=0 • PRINT "Do vou want to:" : PRINT " Make a pickup (P)" 

PRINT " Make a delivery (D)" : PRINT " Check your logbook (C) 

PRINT " Get another train (T)" 

INPUT "Your choice olease (P, D. C, or T)";AS 

GOSUB 5350 : IF AS="P" OR AS="D" THEN 750 ELSE IF AS="T" THEN 530 

IF AS="C" THEN GOSUB 5390 : GOTO 450 

INPUT "Not a valid choice. Enter P. D. C, or T olease.": AS : GOTO 490 



'Which train is coming? 



'Trains coming routine 

GOSUB 5140 : 'Print time 

RN=INT(1+STANU(STA)«RND(1) ) 

TR=STATR(STA,RN) 

IF STA=TRSTA(TR, 1) THEN DES-2 : GOTO 600 : 'At one end of lane.' 

IF STA=TRSTA (TR, TRSTOP (TR) ) THEN DES=1 : GOTO 600 : 'or the other? 

DES=INT( 1+2»RND(1) ) : 'Destination? 

PRINT "Here comes the " TRAINS (TR) " train to " TRDESS (TR. DES i 

MIN=MIN+1 

INPUT "Do you want to get on";AS : GOSUB 5300 

IF AS="N" THEN 550 : 'If don't get on train, wait for next one 

FOR 1=1 TO TRSTOP (TR) : 'Find out where train is 

IF TRSTA(TR.I)=STA THEN 660 

NEXT I : PRINT "Train station error at Line 650. 

TRSTX=I : 'Train station identification index 

IF DES=1 THEN TRX=-1 ELSE TRX= 1 



Train travel routine 
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TRDESS (TR.DES) 



PERS=1 : PRINT "You are on the " TRAINS (TR) " train to 

GOSUB 1210 : 'Possible trip hazards 

TRSTX=TRSTX+TRX : STA=TRSTA (TR. TRSTX) : MIN=MIN+INT ( 2+1 . 3»RND ( 1 ) ) 

GOTO 340 : 'Go ,to next station routine 

'Pickup and delivery routine 

IF AS="P" THEN X$="pickup" ELSE XS="delivery" 

PRINT "Which " XS; : INPUT " do you want to make (by Logbook numoer)":A 

IF D0RP(A)<>0 THEN 820 

INPUT "That number seems to be in error. Want to cnecx your iogooojc" :AS 

GOSUB 5300 : IF AS="Y" THEN GOSUB 5390 

GOTO 450 

PRINT "That " XS " is at " PKGDESS (A) 

FOR 1=1 TO PKSTNU(A) 

IF ?KGSTA(A,I)=STA THEN 870 

NEXT I : PRINT "which is too far to walk from this station." 

PRINT "Perhaps you should try something eise." : GOTO 450 

IF PKSTDS(A. I)>1 THEN X$="s" ELSE XS="" 

PRINT " which is" PKSTDS(A.I) "bloc*" XS " from here. Off you go." 

'Successful pickup or delivery 

MIN=MIN+2»PKSTDS(A.I)+6 : 'Add to time (2 min per block. 6 at destination! 

DELT0T=DELT0T+1 : IF D0RP(A)=2 THEN 950 : 'Is this a pick-up? 

PRINT i PRINT "You find someone to sign for the package." 

DORP (A) =0 : GOTO 990 : 'Mark delivery completed 

LGMAX=LGMAX+1 : PRINT "You pick up a package and log it in as no." LGMAX 

PRINT "The address on it is " PKGDESS (LGMAX) 

DORP (A) =0 : DORP < LGMAX )= 1 : GOTO 1020 

'Check if all pickups and deliveries made 

IF DELT0T=15 THEN 1580 : 'Have all deliveries been made? 

IF PKSTNU(A>=1 THEN XS="" ELSE XS="s" 

PRINT: PRINT "From here you can walk to the following subwav station" XS": 

IF PKSTNU(A)=1 THEN PRINT " " STATIONS (PKGSTA (A . 1 ) ) : GOTO 340 

FOR 1=1 TO PKSTNU(A) : 'Iterate through possible stations 

PRINT " " I " — " STATIONS (PKGSTA (A, I) ) : NEXT 1 

INPUT "Which station do you want to go to (by number I " : B 

IF B<1 OR B>PKSTNU(A) THEN PRINT "Not a valid resDonse." : GOTO 1060 

STA=PKGSTA(A,B) : MIN=MIN+3+PKSTDS ( A . B ) : GOTO 340 

'Buy token subroutine 

T0KEN=T0KEN+1 : IF TOKEN<=TKMAX THEN 1190 

PRINT : PRINT "You have spent the entire S20 your doss gave vou on tokens. 

IF TK=0 THEN 1150 : 'Used own money yet? 

PRINT "Moreover, vou nave used ud your own money as well." 

TK=1 : INPUT "Do you want to buy tokens with your own money" 

IF AS="N" THEN PRINT "Okay, that's it then."": GOTO 1520 

RN=INT(300+600*RND(1) ) /100 : PRINT "You have exactly S" RN : 

PRINT "so you can buy" INT(RN) "more tokens." .- TKMAX=TKMAX+INT (RN) 

RETURN 

'Trip hazards subroutine 

'Door refuses to close 

IF RND(1)>.05 THEN 1290 : '5* chance of a sticky door 

PRINT "One of the car doors refuses to ciose and the train can't move." 

RN=INT(1+2.5"RND( 1) ) : MIN=MIN+RN : IF RN>1 THEN XS="s" ELSE XS="" 

PRINT "You're stuck here for" RN "minute" XS " . " 

i 
'Possible mugging 

IF RND(1)>.35 THEN 1430 : '35-65 chance of mugging or fire on the tracks 

IF RND(1)>.05 THEN RETURN : ' 5% chance of tough characters 

PRINT "Some real unsavory types are whooping it up in the car across from" 

INPUT "your seat. Do you want to move to another car"; AS : GOSUB 5300 

IF AS="Y" THEN IF RND(1)>.05 THEN 1350 ELSE GOTO 1370 

IF RND(1)>.05 THEN 1360 ELSE GOTO 138C 

PRINT "They jeer at you but let you pass. All is okay... for now." : RETURN 

PRINT "They look at you and try to bait you, but you avoid them." : RETURN 

PRINT "Uh oh. Two of them get up and block your way." 

PRINT "Oh my, oh my. They're all moving to surround you." 

PRINT "They pull knives and demand your money." : GOSUB 5470 

PRINT "You, deciding that discretion is the better part of valor, give" 



GOTO 1520 
AS : GOSUB 530C 
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PRINT 'them all your money and call it quits for the day." : GOTO 1520 

'Fire on the track 

IF RND(l) >8.000001E-03 THEN RETURN : '0.8* chance of fire on the tracks 

PRINT "Uh oh. The train is slowing down and seems to be stopping." 

GOSUB 5470 : PRINT "You're stuck here in the tunnel." : GOSUB 5470 

PRINT "A trainman finally comes through and announces. 'It's just a" 

RN=INT(10+35»RND(1) ) : MIN=MIN+RN 

PRINT "fire on the tracks folks. We'll be underway in a few minutes." 

PRINT "In fact, the delay is more like" RN "minutes!" : RETURN 

'End of game routine 

IF DELT0T=15 THEN 1580 : 'Were all deliveries made? 

PRINT : PRINT "You made it to" DELT0T "locations, out" 

PRINT "your iog still shows the following items." : GOSUB 5390 

GOSUB 5250 : PRINT "Perhaps you'll be able to do better tomorrow. 

GOTO 1610 

GOSUB 5250 : PRINT : PRINT TAB (25) "CONGRATULATIONS !" : PRINT 

PRINT "You made all your deliveries and pick-ups successfully 

PRINT "largest city in the world. Very good!" 

PRINT "You used S" TOKEN " for tokens." 

PRINT : INPUT "Would you like to try again" :AS : GOSUB 5300 

IF A$<>"Y" THEN END ELSE CLEAR : RESTORE : GOTO 100 



n the" 



XS="Subwav Scavenger" : GOSUB 5530 : PRINT : PRINT 
You nave a job with a messenger/courier service located in" 
'mid-town Manhattan. Today, you have five packages to deliver and" 
'five packages to pick up for delivery to other locations in the" 
'city. So, in total you must visit 15 different locations." : PRINT 

You can use 264 stations of the New York Subway System which" 
'are serviced by the following 11 trains: A, B, CG. D. E, F, N, 1." 
•2. 4, and 7." : PRINT 

1 You must complete all your deliveries and pickups by 5:00 pm . " 
'Your boss has given you S20 for tokens (which will allow for a few" 
PRINT "wrong trains). Any money which you don't use on tokens is yours to' 
PRINT "keep. Good luck! (You'll need it.)" : RETURN 



CLEARW 2 

PRINT 

PRINT 

PRINT 

PRINT 

PRINT 

PRINT 

PRINT 

PRINT 

PRINT 



50, 1,49,9,51.9 



'Subroutine to read data about oackage deliveries 
FOR 1=1 TO PS 

READ PN ( I ) , PKGDESS ( I ) , PKSTNU ( I ) 
FOR J=l TO PKSTNU(I) 
READ PKGSTAd, J) . PKSTDS ( I . J ) 
NEXT J : NEXT I : RETURN- 
DATA 1, "Curator, Museum of Natural History" . 1 . 17 , 1 
DATA 2, "George Washington Bridge Bus Terminal" , 1 , 5 , 1 
DATA 3 , "West Side Tennis Club, Forest Hills" , 1 . 75 . 4 
DATA 4, "Nathan's at Coney Island Amusement Park", 1,95 
DATA 5, "Atari Repair Co., Rockaway Blvd. Woodhaven",3 
DATA 6, "Apollo Theater, 125th St, Harlem" , 2 , 11 , 1 , 12 , 9 
DATA 7, "Net's Dugout, Shea Stadium" . 1 , 260 , 3 
DATA 8, "Press Room, Yankee Stadium" , 1 , 246, 3 
DATA 9, "Lion Keeper. Bronx Zoo" . 2 , 204 , 5 , 205 , 8 
DATA 10, "Borough Hall, Brooklyn" , 2 , 32 , 1 , 22 1 , 2 
DATA 11, "Brooklyn Academy of Music" , 1 , 67 , 2 
DATA 12. "Registrar, Brooklyn College, Flatbush" , 1 . 234 , 1 
DATA 13, "Computer Science Dept , NYU, Washington Sq ',1,25,3 
DATA 14, "NY Botanical Gardens" , 1 , 55 , 4 

DATA 15, "Windows on the World, World Trade Center", 3, 29 
DATA 16, "Metropolitan Museum of Art", 1,249,1 

DATA 17, "Computer Education Dept, Columbia Univ. " , 2 . 174 . 2 . 175 , 8 
DATA 18, "Alice Tully Hall. Lincoln Center" , 1 , 181 , 2 
DATA 19, "New York Stock Exchange" , 2 . 219 , 2 , 252 . 2 
DATA 20, "Lin Chows, Mott St, Chinatown" , 2 , 65 , 4 , 146 , 4 

'Subroutine to read data about subway stations 

FOR 1=1 TO STNS : ' STNS = number of subway stations 

READ STA. STATIONS (I). STANU ( I ) 

FOR J=l TO STANU (I) 

READ STATR(I.J) 'Read train numbers that stop at station 

NEXT J : NEXT I : RETURN 

DATA 1,"207 St/Bdwy/Wash Hts (Manhattan) ". 1 , 1 



1,28,5, 191, 1 
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2120 


DATA 


2," 


2130 


DATA 


3. " 


2140 


DATA 


4, " 


2150 


DATA 


5," 


2160 


DATA 


6." 


2170 


DATA 


7," 


2180 


DATA 


8," 


2190 


DATA 


9," 


2200 


DATA 


10, 


2210 


DATA 


11, 


2220 


DATA 


12, 


2230 


DATA 


13, 


2240 


DATA 


14, 


2250 


DATA 


15, 


2260 


DATA 


16, 


2270 


DATA 


17, 


2280 


DATA 


18, 


2290 


DATA 


19. 


2300 


DATA 


20, 


2310 


DATA 


21. 


2320 


DATA 


22, 


2330 


DATA 


23, 


2340 


DATA 


24, 


2350 


DATA 


25. 


2360 


DATA 


26, 


2370 


DATA 


27, 


2380 


DATA 


28, 


2390 


DATA 


29, 


2400 


DATA 


30. 


2410 


DATA 


31, 


2420 


DATA 


32, 


2430 


DATA 


33. 


2440 


DATA 


34, 


2450 


DATA 


35, 


2460 


DATA 


36, 


2470 


DATA 


37, 


2480 


DATA 


38, 


2490 


DATA 


39. 


2500 


DATA 


40, 


2510 


DATA 


41. 


2520 


DATA 


42, 


2530 


DATA 


43, 


2540 


DATA 


44. 


2550 


DATA 


45, 


2560 


DATA 


46, 


2570 


DATA 


47. 


2580 


DATA 


48, 


2590 


DATA 


49, 


2600 


DATA 


50, 


2610 


DATA 


51, 


2620 


DATA 


52, 


2630 


DATA 


53, 


2640 


DATA 


54, 


2650 


DATA 


55. 


2660 


DATA 


56, 


2670 


DATA 


57, 


2680 


DATA 


58, 


2690 


DATA 


59, 


2700 


DATA 


60, 


2710 


DATA 


61, 


2720 


DATA 


62, 


2730 


DATA 


63, 


2740 


DATA 


64, 


2750 


DATA 


65, 


2760 


DATA 


66, 


2770 


DATA 


67, 


2780 


DATA 


66, 


2790 


DATA 


69. 


2800 


DATA 


70, 


2810 


DATA 


71, 


2820 


DATA 


72, 



Dyckman St/Bdwy" , 1 , 1 
190 St/Ft Wash Av'M.l 
181 St/Pt Wash Av",l,l 
175 St/GW Bridge", 1,1 
168 St/Bdwy (Manhattan) ",3,1, 3, 6 
163 St/Amsterdam Av",l,3 
155 St/St Nicholas Av",1.3 
145 St/St Nicholas Av",3,1.3.4 
"135 St/St Nicholas Av" , 1 , 3 
"125 St/St Nicholas Av", 3, 1.3,4 
"116 St/8 Av" ,1,3 
"110 St /Cathedral Pkwy",l,3 
"103 St/Central Pic W",l,3 
"96 St/Central Pic W".l,3 
"86 St/Central Pic W" ,1.3 
"81 St /Museum Natl History". 1.3 
"72 St/Central Pic W",l,3 
"59 St /Columbus Circle" ,4 , 1 , 3. 4 ,6 
"50 St/8 Av" ,1,2 
"42 St/8 Av",2,l,2 
"34 St/Penn Station" , 2 . 1 , 2 
"23 St/8 Av" .1,2 
"14 St/8 Av" ,2,1,2 

"W 4 St /.Washington Sq" , 5 , 1 , 2 . 3 . 4. 5 
"Spring St/6 Av", 1.2 
"Canal St/6 Av" ,2.1,2 
"Chambers St/Church St", 3. 1,2. 7 
"World Trade Center" ,1,2 

"Bdwy/Nassau St /Pulton St (Manhattan) " , 3 . 1 . 7 . 8 
"High St/Broolclyn Br (Blclyn) " , 1 , 1 
"Jay St/Borough Hall", 2. 1,5 
"Hoyt St" ,2, 1,11 
"Lafayette Av",l,ll 
"Clinton Av" .1,11 
"Franklin Av" . 1,11 
"Nostrand Av" ,1,1 
"Kingston Av" ,1,11 
"Utica Av'M.l 
"Ralph Av", 1.11 
"Rockaway Av" ,1,11 
"Bdwy, E NY". 1,11 
"Liberty AV.l.ll 
"Van Sicien Av" ,1,11 
"Shepherd Av'M.ll 
"Euclid Av",l,l 
"Grant Av (Brooklyn) ", 1 . 1 
"80 St/Liberty Av (Queens) ", 1 . l 
"88 St/Liberty Av'M.l 
"Rockaway Blvd" , 1 , 1 
"104 St/Liberty Av'M.l 
"111 St/Liberty Av'M.l 
"Lefferts Blvd (Queens) ", 1 , 1 
"205 St/Bainbridge Av (Bronx) ".1.4 
"Bedford Pk Blvd (NY Botanical Garden) ",1,4 
, "Kingsbridge Rd",l,4 
, "Fordham Rd" .1,4 
i "Tremont Av",l,4 

"47-50 St/Rockefeller Center" , 3 , 3, 4 . 5 
r "42 St/Av Americas", 4, 3, 4, 5, 9 
,"34 St/Herald Sq" , 4 . 3 . 4 , 5 , 10 
,"23 St/Av Americas". 1,5 
r "14 St/Av Americas" .3,5.6,7 
, "Bdwy/Lafayette St" . 4 . 3 , 4 . 5 .8 
."Grand St (Manhattan) ", 2 , 3 ,4 
, "DeKalb Av/Flatbush Av (Bklyn) " , 2 . 4 . 10 
."Atlantic Av/Pacific St/BAM" . 5 . 3 . 4 . 7 . 8 . 10 
,"179 St/Hillside Av (Queens) " . 2 . 2 , 5 
, "169 St" ,1,2 
."Parsons Blvd", 2, 2, 5 
, "Sutphin Av", 1 ,2 
."Van Wyck Blvd" ,1,2 
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2830 
2840 
2850 

2860 

2870 

2880 

2890 

2900 

2910 

2920 

2930 

2940 

2950 

2960 

2970 

2980 

2990 

3000 

3010 

3020 

3030 

3040 

3050 

3060 

3070 

3080 

3090 

3100 

3110 

3120 

3130 

3140 

3150 

3160 

3170 

3180 

3190 

3200 

3210 

3220 

3230 

3240 

3250 

3260 

3270 

3280 

3290 

3300 

3310 

3320 

3330 

3340 

3350 

3360 

3370 

3380 

3390 

3400 

3410 

3420 

3430 

3440 

3450 

3460 

3470 

3480 

3490 

3500 

3510 

3520 



DATA 73. "Union Tpk",2,2.5 

DATA 74, "75 Av" . 1.2 

DATA 75. "71 Av/Continental Av/Forest Hills", 4, 

2,5, 10, 11 

DATA 76, "Roosevelt Av" , 5 , 2 , 5 . 9 . 10 , 1 1 

DATA 77, "Queens Plaza" , 4 , 2 , 5 , 10 , 11 

DATA 78, "23 St/Ely Av (Queens) " , 2 , 2 , 5 

DATA 79 , "Lexington Av (Manhattan) ", 2 , 2 . 5 

DATA 80, "5th Av/53 St", 2, 2, 5 

DATA 81. "7th Av/53 St", 3, 2, 3, 4 

DATA 82, "36 St/4 Av",2,3,10 

DATA 83, "9 Av/39 St" ,1,3 

DATA 84, "Ft Hamilton Pky" ,1.3 

DATA 85, "50 St /New Utrecht Av" , 1 , 3 

DATA 86. "55 St/New Utrecht Av" , 1 , 3 

DATA 87, "62 St/New Utrecht Av".2.3,10 

DATA 88, "71 St/New Utrecht Av" . 1 . 3 

DATA 89, "79 St /New Utrecht Av" , 1 , 3 

DATA 90, "18 Av/New Utrecht Av" , 1 , 3 

DATA 91. "20 Av/86 St", 1.3 

DATA 92, "Bay Pky/86 St", 1,3 

DATA 93. "25 Av/86 St", 1.3 

DATA 94, "Bay 50 St", 1,3 

DATA 95, "Coney Island/Surf Av (Bklyn) " , 4 , 3. 4 , 5 , 10 

DATA 96, "67 Av/Queens Blvd" . 2 , 10 . 1 1 

DATA 97, "63 Dr/Queens Blvd" , 2 , 10 . 11 

DATA 98. "Woodhaven Blvd" , 2 , 10 . 1 1 

DATA 99, "Grand Av/Queens Blvd" , 2 , 10 , 1 1 

DATA 100, "Elmhurst Av",2,10,ll 

DATA 101. "65 St/Bdwy" ,2,10. 11 

DATA 102 , "Northern Blvd" , 2 , 10 , 11 

DATA 103. "46 St/Bdwy" , 2 , 10. 11 

DATA 104,"Steinway St ".2,10. 11 

DATA 105. "2 Av/Houston St", 1,5 

DATA 106. "Delancey St", 1,5 

DATA 107, "East Bdwy (Manhattan) ", 1 , 5 

DATA 108, "York St/ Jay St (Brooklyn) ", 1 , 5 

DATA 109, "Bergen St", 2, 5, 11 

DATA 110, "Carroll St". 2, 5. 11 

DATA 111. Smith St", 2, 5, 11 

DATA 112. "4 Av/9 St". 2. 5. 10 

DATA 113. "7 Av/9 St ",1.5 

DATA 114, "15 St/Prospect Park". 1,5 

DATA 115. "Ft Hamilton Pwy" , 1 , 5 

DATA 116, "Church Av".l,5 

DATA 117,"Ditmas Av",l,5 

DATA 118, "18 Av/McDonald Av" , 1 , 5 

DATA 119, "Kings Hwy",l,5 

DATA 120, "Avenue U".1.5 

DATA 121. "Avenue X".l,5 

DATA 122, "Neptune Av",l,5 

DATA 123, "W 8th/NY Aquarium" , 1 . 5 

DATA 124, "7 Av/Flatbush Av",l,4 

DATA 125, "Prospect Park". 1,4 

DATA 126, "Church Av/E 18 St" .1.4 

DATA 127,"Newkirk Av" .1,4 

DATA 128, "Kings Hwy/E 16 St". 1,4 

DATA 129, "Sheepshead Bay". 1,4 

DATA 130, "Brighton Beach", 1,4 

DATA 131, "Court Square", 1,11 

DATA 132, "21 St /Jackson Av (Queens) ", 1 . 11 

DATA 133 . "Greennpint Av (Bklyn) " , 1 , 11 

DATA 134, "Nassau Av",l,ll 

DATA 135. "Metropolitan Av".l.ll 

DATA 136, "Broadway /Union Av",l,ll 

DATA 137 , "Flushing-Marcy Avs".l,ll 

DATA 138, "Myrtle-Willoughby Avs'M.ll 

DATA 139 , "Bedford-Nostrand Avs",l,ll 

DATA 140. "36 St/Northern Blvd" , 2 . 10 , 11 

DATA 141 . "Lexington Av/59-60 Sts (Manhattan) ", 2 . 8 

DATA 142, "5th Av/59-60 Sts" .1.10 
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3530 


DATA 


143, 


3540 


DATA 


144, 


3550 


DATA 


145, 


3560 


DATA 


146. 


3570 


DATA 


147. 


3580 


DATA 


148. 


3590 


DATA 


149, 


3600 


DATA 


150, 


3610 


DATA 


151, 


3620 


DATA 


152. 


3630 


DATA 


153, 


3640 


DATA 


154. 


3650 


DATA 


155, 


3660 


DATA 


156, 


3670 


DATA 


157, 


3680 


DATA 


158, 


3690 


DATA 


159, 


3700 


DATA 


160, 


3710 


DATA 


161. 


3720 


DATA 


162. 


3730 


DATA 


163, 


3740 


DATA 


164. 


3750 


DATA 


165. 


3760 


DATA 


166, 


3770 


DATA 


167. 


3780 


DATA 


168, 


3790 


DATA 


169, 


3800 


DATA 


170, 


3810 


DATA 


171, 


3820 


DATA 


172, 


3830 


DATA 


173. 


3840 


DATA 


174, 


3850 


DATA 


175, 


3860 


DATA 


176, 


3870 


DATA 


177, 


3880 


DATA 


178, 


3890 


DATA 


179, 


3900 


DATA 


180, 


3910 


DATA 


181, 


3920 


DATA 


182, 


3930 


DATA 


183, 


3940 


DATA 


184. 


3950 


DATA 


185, 


3960 


DATA 


186. 


3970 


DATA 


187, 


3980 


DATA 


188, 


3990 


DATA 


189, 


4000 


DATA 


190, 


4010 


DATA 


191, 


4020 


DATA 


192, 


4030 


DATA 


193, 


4040 


DATA 


194, 


4050 


DATA 


195, 


4060 


DATA 


196, 


4070 


DATA 


197, 


4080 


DATA 


198, 


4090 


DATA 


199, 


4100 


DATA 


200, 


4110 


DATA 


201 , 


4120 


DATA 


202, 


4130 


DATA 


203, 


4140 


DATA 


204, 


4150 


DATA 


205, 


4160 


DATA 


206, 


4170 


DATA 


207, 


4180 


DATA 


208, 


4190 


DATA 


209, 


4200 


DATA 


210, 


4210 


DATA 


211, 


4220 


DATA 


212, 


4230 


DATA 


213, 



"57 St/7 AV',1.10 

"Times Sq/42 St/Bdwy" , 4 , 6 , 7 , 9 , 10 
"Union Sq/14 St", 2, 8, 10 
"Canal St/Bdwy (Manhattan) ", 1 , 10 
"Union St/4 AV .1,10 
"Prospect Av" ,1,10 
"25 St/4 AV',1.10 
,1 

1 

I 

1 



10 
10 
10 
10 



"45 St/4 AV" 

"53 St/4 Av" 

"59 St/4 Av" 

"8 Av/62 St" 

"Ft Hamilton Pwy" , 1 . 10 

"18 Av/64 St ",1,10 

"20 Av/64 St", 1,10 

"Bay Pwy/Av 0",1,10 

"Kings Hwy/W 7 St", 1,10 

"Avenue U/W 7 St", 1,10 

"86 St/W 7 St" , 1, 10 

"242 St /Van Cortlandt Park", 1,6 

"238 St/Bdwy" , 1,6 

"231 St/Bdwy (Bronx) ",1,6 

"225 St/Bdwy (Manhattan) ", 1 . 6 

"215 St/10 Av".l,6 

"207 St/10 Av", 1,6 

"Dyclanan Av",l,6 

"191 St/St Nicholas Av",l,6 

"181 St/St Nicholas Av" . 1 , 6 

"157 St/Bdwy", 1,6 

"145 St/Bdwy", 1,6 

"137 St/Bdwy", 1,6 

"125 St/Bdwy". 1,6 

"116 St/Bdwy/Columbia Univ" , 1 , 6 

"110 St /Cathedral Pkwy",l,6 

"103 St/Bdwy", 1,6 

"96 St/Bdwy", 2, 6, 7 

"86 St/Bdwy ",1,6 

"79 St/Bdwy" , 1,6 

"72 St/Bdwy" ,2,6,7 

"66 St/Bdwy/Lincoln Center". 1.6 

"50 St/Bdwy" , 1,6 

"Penn Station/34 St/7 Av",2,6,7 

"28 St/7 Av", 1,6 

"23 St/7 Av".l,6 

"18 St/7 Av" .1,6 

"Christppher St", 1,6 

"Houston St" , 1 , 6 

"Canal & Varick Sts" ,1,6 

"Franklin St", 1,6 

"Chambers St/W Bdwy".2,6.7 

"Cortlandt St/World Trade Center", 1,6 

"Rector St/Greenwich St", 1,6 

"South Ferry/Battery Park" , 1 , 6 

"241 St /White Plains Rd (Bronx) ",1,7 

"238 St/White Plains Rd",1.7 

"233 St/White Plains Rd",l,7 

"225 St/White Plains Rd" ,1,7 

"219 St/White Plains Rd" .1.7 

"Gun Hill Rd/White Plains Rd" .1,7 

"Burke Av/White Plains Rd" .1,7 

"Allerton Av/White Plains Rd" .1,7 

"Pelham Pkwy/White Plains Rd".l,7 

"Bronx Pk E/White Plains Rd" ,1.7 

"E 180 St/Bronx Zoo". 1,7 

"E Tremont Av/Boston Rd",l,7 

"174 St /Southern Blvd" ,1,7 

"Freeman St", 1,7 

"Simpson St" , 1,7 

"Intervale Av" ,1,7 

"Prospect Av",l,7 

"Jackson Av",l,7 

"3 Av/149 St", 1,7 




MKdUS 



In SOme cases, the building 
to which the package is to be 
delivered can be reached from 
more than one subway station. 
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4240 

4250 

4260 

4270 

4280 

4290 

4300 

4310 

4320 

4330 

4340 

4350 

4360 

4370 

4380 

4390 

4400 

4410 

4420 

4430 

4440 

4450 

4460 

4470 

4480 

4490 

4500 

4510 

4520 

4530 

4540 

4550 

4560 

4570 

4580 

4590 

4600 

4610 

4620 

4630 

4640 

4650 

4660 

4670 

4680 

4690 

4700 

4710 

4720 

4730 

4740 

4750 

4760 

4770 

4780 

4790 

4800 

4810 

4820 

4830 

4840 

4850 

4860 

4870 

4880 

4890 

4900 

4910 

4920 

4930 

4940 



DATA 214, "149 St/Grand Concourse (Bronx) " , 2 , 7 , 8 

DATA 2 15, "135 St/Lenox Av (Manhat tan ) " , 1 , 7 

DATA 216. "125 St/Lenox Av",1.7 

DATA 2 17, "116 St /Lenox Av" ,1.7 

DATA 218. "110 St/Lenox Av",l,7 

DATA 219, "Wall St (Manhattan) ", 1 , 7 

DATA 220. "Clark St (Brooklyn)", 1,7 

DATA 221,"Borough Hall/Court St (Bklyn) " , 2 , 7 . 8 

DATA 222,"Hoyt St/Pulton St". 1,7 

DATA 223,'Nevins St", 2. 7, 8 

DATA 224. "Bergen St". 1.7 

DATA 225. "Grand Army Plaza, Prospect Park" . 1 , 7 

DATA 226, "Eastern Pkwy /Brooklyn Museum" , 1 , 7 

DATA 227. "Pranklln Av/Eastern Pkwy". 1,7 

DATA 228 , "President St", 1.7 

DATA 229, "Sterling St/Nostrand Av",l,7 

DATA 230, "Winthrop St/Nostrand Av" , 1 , 7 

DATA 231, "Church Av/Nostrand Av",l,7 

DATA 232 , "Beverley Rd/Nostrand Av" , 1 , 7 

DATA 233,"Newkirk Av/Nostrand Av" ,1,7 

DATA 234 , "Flatbush Av/Bklyn College", 1,7 

DATA 2 35, "Woodlawn/ Jerome Av (Bronx) ",1,8 

DATA 236,"Mosholu Pkwy" , 1 , 8 

DATA 237. "Bedford Park Blvd",l,8 

DATA 238 , "Kingsbridge Rd" , 1 , 8 

DATA 239,"Fordham Rd/ Jerome Av" , 1 , 8 

DATA 240, "183 St/ Jerome Av",l,8 

DATA 241 , "Burnside Av/ Jerome Av" , 1 , 8 

DATA 242, "176 St/ Jerome Av",1.8 

DATA 243, "Mt Eden Av/ Jerome Av" , 1 , 8 

DATA 244. "170 St /Jerome Av" , 1 , 8 

DATA 245. "167 St/River Av" .1.8 

DATA 246, "161 St/Yankee Stadium (Bronx) " , 2 , 4 , 8 

DATA 247,"" .1.11 

DATA 248, "125 St/Lexington Av (Manhattan) ", 1 , 8 

DATA 249. "86 St/Lexington Av/Metropolitan Museum" , 1 . 8 

DATA 250, "42 St/Grand Central Sta",2,8,9 

DATA 251, "Bklyn Bridge/Worth St ".1,8 

DATA 252. "Wall St/Bdwy".l,8 

DATA 253. "Bowling Green (Manhattan) ", 1 . 8 

DATA 254 , "Nostrand Av/Eastern Pkwy", 1,8 

DATA 255, "Rockaway Av/ Livonia Av",1.8 

DATA 2 56, "New Lots Av (Brooklyn) ", 1 , 8 

DATA 257 , "Queensboro Plaza (Queens) ". 1 . 9 

DATA 258, "61 St /Roosevelt Av",l,9 

DATA 259, "Junction Blvd",1.9 

DATA 260."Willets Point/Shea Stadium", 1,9 

DATA 261. "Main St /Flushing (Queens) ". 1 . 9 

DATA 262,"Classon Av",l,ll 

DATA 263. "Clinton-Washington Avs".l,ll 

DATA 264, "Fulton St/Lafayette Av" .1,11 

'Subroutine to read data about subway trains 

FOR 1=1 TO TRNS : ' TRNS = number of subway trains 

READ TR. TRAINS (I). TRST0P ( I ) 

FOR J=l TO TRSTOP(I) 

READ TRSTA(I.J) : 'Read station numbers for a train 

NEXT J 

TRDESS(TR, 1 ) =STATI0NS (TRSTA ( TR . 1 ) ) : 'Station name at north or west end 

TRDESS(TR,2)=STATI0NS(TRSTA(TR,TRST0P(TR) ) ) : 'Station at south or east end 

NEXT I : RETURN 

DATA l."A - 8 Av Express" . 29 . 1 . 2 , 3 , 4 , 5 . 6 . 9 , 1 1 , 19 . 2 1 , 22 . 24 . 25 . 27 , 28 

DATA 30,31.32.33,37.39,46,47.48,4 9,50,51.52,53 

DATA 2."E - 8 Av Local " . 24 . 68 . 69 . 70 . 71 , 72 , 73 . 74 , 75 . 76 . 77 , 78 . 79 , 80 . 81 . 20 . 2 1 

DATA 22.23,24,25.26,27.28,29 

DATA 3,"B - Av Americas Express" . 36 , 6 , 7 , 8 , 9 , 10 , 1 1 , 12 . 13 , 14 , 15 , 16 , 17 , 18 

DATA 19,81,59,60.61,25,64.65,67,82.83.84,85,86,87,88,89,90,91.92.93.94,95 

DATA 4,"D - Av Americas Expr ess" . 26 , 54 . 55 , 56 . 57 . 58 , 246 . 9 , 1 1 . 19 . 81 . 59 , 60 

DATA 61,25,64,65.66,67.124,125.126.127,128,129,130,95 

DATA 5,"F - Av Americas Local" . 37 , 68 . 70 . 73 , 75 . 76 , 77 . 78 , 79 , 80 

DATA 59,60,61,62.63.25,64, 105, 106. 107. 108.32,109,110 
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4950 
4960 
4970 
4980 
4990 
5000 
5010 
5020 
5030 
5040 
5050 
5060 
5070 
5080 
5090 
5100 
5110 
5120 
5130 
5140 
5150 
5160 
5170 
5180 
5190 
5200 
5210 
5220 
5230 
5240 
5250 
5260 
5270 
5280 
5290 
5300 
5310 
5320 
5330 
5340 
5350 
5360 
5370 
5380 
5390 
5400 
5410 
5420 
5430 
5440 
5450 
5460 
5470 
5480 

5490 
5500 
5510 
5520 
5530 
5540 
5550 
5560 
5570 
5580 
5590 
5600 
5610 
5620 
5630 
5640 
5650 



DATA 111,112.113,114,115,116. 117. 
DATA 6,"l - Bdwy-7th Av Local" .38 
DATA 170 , 171 , 172 , 173 , 174 , 175 , 176 , 
DATA 185, 186,63. 187,188, 189, 190,1 
DATA 7. "2 - 7th Av Express" . 49 , 19 
DATA 205,206,207,208,209,210,211, 
DATA 183,63,191.28,30,219,220,221 
DATA 231,232,233,234 
DATA 8, "4 - Lexington Av Express" 
DATA 244,245,246,214,248,249, 141, 
DATA 255,256 

DATA 9, "7 - Flushing Express ",9,1 
DATA 10, "N - Broadway Express", 40 
DATA 140.77,141,142,143,144,61, 14 
DATA 152,153, 154,87. 155,156,157,1 
DATA 11, "GO - Bklyn/Queens Crosst 
DATA 103, 104, 140,77. 131,132,133,1 
DATA 109,110,111 



118, 119. 120, 121 ,122, 123,95 

,161, 162, 163. 164. 165, 166, 167, 168, 169.6 

177,178.179,180,181,19,182, 144. 183,184 

91, 192,193, 194 

5, 196,197, 198, 199,200,201,202.203,204 

212,213,214,215,216,217,218,177,180,144 

.2 22,223,67,224,2 25,226,227,2 28,229,230 

,29,235,236,237,238,239,240,241,242,243 
250, 145,64,251,30,25 2,253,2 21.2 2 3,67,254 

44,60,250.2 57,2 58.76.259.260.261 
,75,96,97,98,99,100,76, 101, 102, 103, 104 
5, 146,66.67,147.112, 148 , 149 . 82 , 150 , 151 
58,159, 160,95 

own", 29, 75. 96, 97, 98, 99, 100,76, 101,102, 
34, 135,136,137, 138, 139,262,263,264,33, 



'Subroutine to check for lunch and end of workday 

IP MIN>TM THEN 5220 : 'After 5 pm? 

G0SUB 5250 

IP LUN-1 THEN RETURN : 'Had lunch already? 

IP MIN<180 THEN RETURN : 'Before 12 noon? 

IP PERS-1 THEN RETURN : ' On a train? 



PRINT 
PRINT 
PRINT 



PRINT "Time for a lunch break. Chili dog and cola. Burp!" 

MIN=MIN+INT(24+20»RND(1)) : LUN=1 : RETURN 

PRINT "So sorry, it is after " TMS "pm and the places to which" 



N' please": AS: GOTO 5320 



PRINT "you want to go to will be closed." : GOTO 1520 

'Subroutine to print the time 

HR»INT(MIN/60) : MN=MIN-60*HR : IP HR<4 THEN HP=9+HR ELSE HP=HR-3 

HP=100*HP+MN +10000 : HS=STR$(HP) 

PRINT : PRINT "Time " MID$(H$,3,2) ":" RIGHTS (H$, 2) : RETURN 

i 

'Subroutine to read yes/no answer 

IP AS""" THEN A$="Y" : RETURN 

G0SUB 5350 : IP A$="Y" OR A$="N" THEN RETURN 

INPUT "Don't understand your answer. Enter 'Y' or 
i 

'Subroutine to read first letter of answer 

A$ "LEFTS (A$, 1) : IF A$>="A" AND A$<="Z" THEN RETURN 

AS=CHRS(ASC(AS)-32) : RETURN 

'Subroutine to print delivery/pick-up log 

PRINT : PRINT TAB(20) "Delivery - Pick-up Log" : PRINT 

FOR 1-1 TO 15 

IF D0RP(I)-0 OR D0RP(I)*3 THEN 5450 

IF DORP (I) -1 THEN XS="Delivery" ELSE XS="Pick-up" 

PRINT I,XS,PKGDESS(I) 

NEXT I : PRINT : GOSUB 5500 : RETURN 

'Subroutine to make a short pause 
P0R 1=1 TO 1200 : NEXT I : RETURN 

XS="Press the spacebar to continue." : GOSUB 5530 
WHILE INP(2)=0 : WEND : PRINT : RETURN 

•Subroutine to print centered lines 

PRINT TAB( (70-LEN(X$) )/2) XS ; : RETURN 
i 

'Subroutine to shuffle the list of packages 

FOR I»l TO PS : DUM(I)=I : NEXT I 

FOR 1=1 TO PS-1 

K=I+INT( (PS+1-I)*RND(1) ) : J=PN ( I ) : PN(I)=PN(K) : PN(K)=J 

X$=PKGDESS(I) : PKGDESS { I ) =PKGDESS (K) : PKGDESS (K) =X$ 

A=PKSTNU(I) : PKSTNU ( I ) =PKSTNU (K) : PKSTNU(K)=A 

POR J=l TO 3 

A=PKGSTA(I, J) : 

A=PKSTDS(I,J) : 

NEXT J : NEXT I 



PKGSTA (I.J) =PKGSTA ( K , J ) 
PKSTDS ( I , J ) =PKSTDS ( K , J ) 
: RETURN 



PKGSTA ( K, J) =A 
PKSTDS ( K, J) =A 
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Atari ST dealers and users: Enter the next 
dimension in computer graphics. 

Watch game objects fly right out of your CRT. 
Discover the true structure of a molecular model. Weave 
your way through an infinite geometric universe. 

uC Technologies' StereoTek v system adds the ultimate 
in depth to Atari ■ ST computer graphics — true 3D displays 
in full color or high-res monochrome. 

Simply connect a pair of StereoTek glasses to an Atari 
ST game cartridge port and load the appropriate software 
(see list). You're on your way to an entirely new visual 
experience, both in entertainment and education. 

The StereoTek system includes a pair of Liquid Crystal 
Shutter glasses, connecting cable, and an ST cartridge 
interface unit that supports two pairs of glasses. You also 
get complete documentation, the DEGAS Elite Stereo Desk 
Accessory, and Stereo CAD-3D by Tom Hudson. 



Software now available in StereoTek 3D 

Shoot -The-Moon Cyber Studio: CAD-3D 2.0 and Cybermate 

Cyber Control 3D Developers Disk 

3D Design Disks LCS Wanderer 

Genesis' Molecular 

Modeling 
Maps and Legends 

With much more coming soon! 
Contact your local Atari dealer for 
StereoTek 3D glasses. 
StereoTek System $149.95* 
Extra Glasses $99.95* 

Dealer ordering information: 

Call 24 Hours Tbli Free 

1-800-426-2200 

Ask for the StereoTek Operator. 

SIEREOIEK 

LC TECHNOLOGIES A Tektronix Company 




Software availaWe through Antic. 
' Suggested retail price. 



Airball 




An exciting new game for your Atari ST 
with outstanding graphics! 

"Now you're really in trouble." said the 
Evil Wizard. "I'm turning you into a ball of 
air and sending you into a mansion with 
over 250 rooms! If that sounds easy, I'm 
telling you it's not. Your ball has a slow 
leak and you'll need to jump on a pump 
and pump yourself up, but the pumps 
are hidden in only a few rooms. 

Once in the rooms you'll have to pick up objects that have been left 
behind, such as crosses, tins of beans, a Buddha, and a dragon statue. At 
the end of the maze is a spell book that will turn you back into a human 
again. "Sounds easy," you say to the wizard, as he laughs and says, "there 
is much more in store for you than you realize!" 




Color only... $39.95 



Airball Con struction Set 



A great addition for your Airball game! You can now make the exciting Airball game even better. With this utility 
you can build your own rooms for Airball. Make the game just the way you want or try to make a challenge that 
your friends cannot beat! 

Color only... $24.95 



Cashman 




Dozens of fascinating playing screens 
with various levels of difficulty, lets any- 
one have exciting fun while experienc- 
ing the Cashman adventure. 

Play by yourself or invite the ultimate 

challenge of simultaneous two player 

competition. Run along the colorful 

girders, jump across the tremendous 

chasms, climb the wobbly ladders, or 

grab a BYRD and fly to get the loot before your opponent does! 

Be careful though, the KATS are on the prowl to stop you, and wrestling 
with them can be very exhausting. But don't despair, there's more than 
one way to skin a KAT - throw eggs, what else! And if your opponent starts 
grabbing the money from under your nose, just toss an egg his way! 

Color on»y..$29.95 




For more information 

on these or other programs, 

ask for our latest catalog! 




576 S. Telegraph 

Pontlac, Ml 48053 

(313) 334-5700 



Dealer inquiries welcome. 
Visa and Mastercard accepted. 



